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F or those of you who took the red 

pill, this is the Manifesto. As fate ||| * 
would have it, issue 13 (which I 
like to call Volume 2, Issue 1) marks our 
second year in publication and two 
important events: it’s the pre-E3 issue, 
which will debut at the show (hello 
everyone, feet hurt?) where Sega will re¬ 
enter the console wars (nice to have you 
back, now where’s my Phantasy Star V) 
and it’s our first issue with our new dis¬ 
tinguished distributor, Hearst Distribu¬ 
tion Group, with whom we are honored 
to be associated. As we hurtle into the 
mainstream of magazine distribution 
and Gamers’ Republic grows in size, I 
can assure you that it will retain its edge , 
as the foremost magazine for the 1 
world’s truly fly gamers. 

This month, besides our usual dose of 
Dreamcast, be sure to check out the 
insightful interview with SNK’s Nori- 
masa Hirano, and our second annual 
Tokyo Game Show report. We’ll have the 
goods on E3 in the July issue. See you 
then! 
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A MILLENNIUM PUBLICATION 


Join us as we explore the mysterious world of human/beast hybrids 
in Hudson’s sequel to one of the PlayStation’s biggest fighters, 
Bloody Roar 2. This year’s model features a rare breed of inspired 
character designs, flowing 60fps action, and one mean pussy. Cat. 


VOL. 2, ISSUE *01 


TRANSCONTINENTAL GAMING GUIDE 
A MILLENNIUM PROJECT 


TOKYO CAME SHOW .32 


Take a look at our second-annual Tokyo Game Show 
Report. Shen Mue stole the show as expected, 
but there were also dozens of sparkling 
fourth-generation PlayStation games on 
hand, as well as a major showing for 

/ T 

■drawn nature! 
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MLB 2000 . 

Monaco GP . 

Monster Truck Madness — 

NBA 2000 . 

Quake 3... . 

Requiem... 

Rising Zan . 

R-Type .. 

Shadowgate . 

Shadow Tower ... 

Silver... 

Slave Zero . 

Smash Bros. 

Spyro the Dragon 2 . 

Super Speed Racing ......... 

Tarzan .. 

Tiny Tank . 

Thousand Arms. 

Vampire... 

Vigilante 8: Second Offense 

Wu Tang... 

Xena. 


Alexi Lalas Soccer.. 

Ape Escape . 

Bass Landing . 

Bloody Roar 2. 

Blue Stinger. 

Carrier . 

Climax Landers . 

Crash Bandicoot Racing 


Darkstone 


Demolition Racer 


Earthworm Jim. 

Ecco Night . 

Ehrgeiz... 

Everquest. 

Get Bass .. 

Geist Force... 

Goemon’s Great Adventure 

House of the Dead 2 . 

Jade Cocoon. 

King Pin.... 

Marvel Vs. Capcom . 


Manifesto 


106 


Reviews 


Action and adventure graduates to yet 
another level: Climax Graphic's Blue 
Stinger ; the first of its kind for the JS 
Dreamcast , is a visual feast 
\^\ that sets the tone for 

first 128-bit 


gaming s 
console. 
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In a game, as in life, 

what goes around, comes around 


Give an all-star roster, 


take a level you didn’t know existed 
Brag about a high score, 
accept someone else’s to challenge. 
Whatever can be saved, 




can be traded 


Hook the DexDrive to your PC, 
and email saves to your friends. 


Or your competition. 

Even post or download from the Internet. 


With the DexDrive from InterAct, 


everything you do comes back to you. 


In one way or another. 


DexPlorer 


Nintendo,64 


PlayStation, 


Now available for PlayStation and Nintendo 04 owners. 
Download, post, discuss, request at www.dexdiange.net. 


[VJ.ul . 1 J! J. 1 " Hi 

pr 

|P 





















THE TOKYO TOY FAIR HAS ARRIVED... 


* * 

Namco are set to release a 
brand new range of high- 
quality Tekken 3 action fig¬ 
ures this May... 

...but we’re after the Tekken 3 Real 
Fighter, a portable Tekken fighting 
game mounted into a replica of Jin 
Kazama’s glove. The damage you 
inflict in the game is proportional 
to the power of your actual punch! 


The Japan International Toy Fair Association once again held 
its annual Tokyo Toy Show where nearly 150 companies exhib¬ 
ited more than 30,000 new toys for the first time. Starting 
March 16, the four-day event saw over 100,000 people attend 
another great show, which more than ever was clearly being 
influenced by the computer game market. 


Even more realistic than the Resident Evil 2 figures 
from TOY BIZ... 

...are these highly detailed creations that we found hidden away 
at the back of the Yamato booth. These horrors are just three of 
a great seven-set series, which are all equally impressive. 


Currently the hottest toys in Japan now are the Final Fan¬ 
tasy VIII figures, so it’s not surprising that... 

...wherever you go they are all sold out. Recent market research has 
actually shown that many casual users are first attracted by the goods 
and then buy the game afterwards, which would explain why many 
companies such as Square are so active in promoting these sales. Toys 
are the perfect marketing opportunity for many companies to cash in 
on strong character brands. Although the Tokyo Toy Show was mainly 
figure oriented, a growing number of FFVIII plush toys are also now 
available in limited supplies. 


Chocobo goods have been on sale for quite 
but this time... 

...we have a whole collection of characters from Chocobo racing 
to get our hands on. They are really quite small and sold as free 
toys inside a box of sweets, so just about every supermarket 
should be stocking them. 


Talk about fast... 

...these figures were 
on display even before 
the game was on 
release in Japan. 
Unfortunately only 
Lammy is currently 
scheduled for produc¬ 
tion, but if Urn Jammer 
Lammy sells well when 
on the PlayStation, we 


may get to see Katy, 
Ma-San and other characters from the game as well. 
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The fact that Konami held a major booth at the Tokyo Toy Show 
shows that they are very serious about... 



No SNK fan should be without... 


...developing a stronger retail division for game goods. While other companies 
such as Capcom and Namco appear happy only to sell through specialist stores, 
Konami are obviously looking to push into the general market as well. 


...these cool new King of Fighter models that have just 
started going on sale at all good specialist shops 
across japan. 




Similar to the Chocobo racing toys... 

...this set of Zelda figures is just small models, 
but the attention to quality is very high. It’s 
been a long time since we’ve had any decent 
toys based on Nintendo characters in japan, so 
I guess they’ll have to do. 


Two popular characters that will be very big this year in Japan... 

...are the Three Dango Brothers (left,center), and Gamera (right). In particular, 
Dango (three dumplings on a stick covered in a sweet syrup) is likely to be mas¬ 
sive this summer with Bandai planning a giant array of character goods to flood 
the shops with. Dango was originally a children’s song on a TV program, but the 
CD single sold millions and now it’s headed for major merchandising. Beware: a 
WonderSwan game spin-off is not impossible! 


Sorry:( 

No Pikachu news this 
month! We’re keeping 
all the Pokemon news 
over to next issue for 
our special Pokemon 
feature! 


Dokitto’s voice... 

This small device scans the human 
voice and analyzes it to see if the per¬ 
son speaking is lying or not. Luckily, 
you can connect it to your mobile 
phone and check the honesty of what 
the other person is saying when you 
can’t see them face to face. And this is 
a children’s toy? 


The Liquid Borg is a... 

...strange-looking bottle that trans¬ 
forms into a drink-analyzing robot. 
Put any kind of liquid into the bot¬ 
tle and it will tell you how much 
energy it provides. You can use any 
of your favorite drinks such as cola 
and lemonade, or you can mix 
drinks for even more powerful com¬ 
binations. Results are displayed on 
the bottle’s front-mounted LCD. 
































































































NEXT STOP, GAMER A... 

ISyoto train station honored Gamera with its very own exhibition 
A after it demolished the entire station in its latest movie... 

...Gamera 3. In order to re-create this epic battle between Gamera and Irys, which 
destroys the entire train station terminal, SFX experts had to build a giant replica of 
the building, which was also put on display for all to see. As an additional tribute, 
Gamera’s symbol was painted across the main flight of steps inside the terminal 
building. 

In the movie, the heroine is aided by someone who uses the Dreamcast to create a 
program that helps her analyze Irys. At first she tries the GR-ROM in a Mac and it 
doesn’t work, but eventually she learns that it’ll only work inside a Dreamcast and 
finally gets to play it! 


CRASH LANDING! 


"he newly built second air terminal at Japan’s 
largest airport now houses... 


IT-SA ME! IT’S A BIRDIE? 

A t the recently held Pocket Monster Festival (full 
M report next month) Nintendo took... 








...a special PlayStation game 
room featuring the one and only 
Crash Bandicoot. Away from the 
hustle and bustle of checking in 
and clearing immigration you 
can now enjoy a quick game of Crash Bandicoot 3 before 
boarding your flight. In addition, a giant PlayStation controller 
built into the floor controls a huge mechanized Crash, which 
can be controlled by stepping on the buttons. 


...the opportu¬ 
nity to show off a 
semi-complete 
version of Mario 
Golf 64. For those 
seeking a break 
from Pikachu and 
his pals, a spot of 
golf with Mario 
was just the thing, 
and large crowds 
gathered around 
the four N64 units 
running the game. 
Nintendo helpers 
were thankfully on hand to explain the rules of golf to the many 
young children completely unfamiliar with the sport. 


DANGEROUS CREATORS TALK BATTLE... 

A s always, the TGS hosted another round of developer chit-chat with Kan Naito (Climax), Katsuya Nakae 
" (Konami), Yoshiki Okamoto (Capcom) and Kouji Okada (Atlus) to talk about the following: 

Playstation 2: The phrase 123 meaning either Dec. 3 or Jan. 23 for the release date is 
being rumored. Even though they don’t believe it’ll have the performance Sony are claim¬ 
ing, in order to create a game that will make full use of the PS2’s full capability will still 
take around two years and so many small game companies will go under. Biohazard: In 
coded phrases, Biohazard will be heading towards Kyoto, Akasaka and Haneda (referring 
to the respective corporate HQ’s for Nintendo, Sony and Sega) however they will all have 
different scenarios. BH CV will be ready for xmas this year but at the same time BH will also 
be on the PS2. Dreamcast: Because Powerstone only sold 100,000, Capcom apologized to 
Sega but promised full support from now on. Sega have asked Konami to do a DC soccer 
game and are currently discussing the contract. FFVIII: It had little presence because there 
was too much cinema and the scenario wasn’t interesting. They thought that Mr. 

Sakuguchi’s idea of an epic game was simply having extensive cinemas. 




























































































BLEEMING THE CURE... 

*ony’s going to love this. First there was the 
1 Playstation emulator for Mac from Connectix... 


YOU NEED THIS GAME! 

« age’s latest DC title is Expendable, so you’ll have 
to get your hands on it ASAP... 


w 





after 300,000 down- 
hoard of preorders, 
PlayStation emulator 
s been released with an 
$39.95 price tag. Here’s 
you have at least 
166 and 3D acceleration, 
games like Tekken 3 and Gran Turis- 
mo - nearly the entire PS lineup is available - will look better than 
ever before. Sony lost a ruling blocking the sale of bleem!, so all 
bets are off. Hey, they’re still making money on games, right? 


PLAY TOoT FOR REAL! 

S ongbird Ocarinas, a company in Santa Barbara, 
CA, has released a replica of the ocarina used in 
the game Zelda: the Ocarina of Time! 


Originally developed 
for PC (much like their 
first Dreamcast entry, 

Incoming), Expendable 
is expected to ship only 
a month after the PC ver¬ 
sion, currently due for 
release in June. Judging 
by this early screen, 

Rage seem to be using 
graphic effects similar to that in Incoming, though the gameplay is 
reportedly more akin to something like ASC’s One. 

Expendable is actually the name of an organic human weapon, 
a killing machine that you control from the safety of an airplane. If 
it is destroyed, another one will simply take its place, hence the 
name. Sixteen stages are planned, with locales ranging from 
snowy mountains to jungles, with dramatic camera angles 
designed to lend the game a cinematic feeling. Look for more on 
this potentially explosive title soon. 

(c) 1999 Rage Games Limited 


These ocarinas are not just 
souvenirs from the game 
that look like an instrument, 
but are actual musical instruments that are capable of playing the entire chromatic scale with the 
holes placed in a similar position as on the game pad. If you can play Zelda, then you can play a Song¬ 
bird ocarina! A song book and tutorial is included, as well as fingering charts for Zelda songs. You 
can hear an ocarina at the Songbird Ocarina website, and order one for yourself at: www.songbirdo- 
carina.com. Or order one by phone at: (805) 899-1127 between 9 a.m. and 1 p.m. pacific time, mon- 
fri, or by fax: (805) 899-1127. 












20% Complete 


BLUE STARS, YELLOW MOONS, PURPLE DREAMCASTS? 

Is it a new Dreamcast? No such luck, but this is still a supremely cool and rare piece of hardware. It’s a limit¬ 
ed-production Dreamcast called the Madjora. 

Designed by Tadahiko Taria, former GP motorcycle racer, only 500 Madjoras will be produced. Sega president Irimajiri, who has a close 


relationship with Mr. Taira, made this cross-pollination possible. 


The package will include an original carrying strap and a special sticker 
and will be priced at ¥39,800 (U.S. $330). An initial reservation session 
for 300 units will be held at the Taira Racing booth during FIM ’99 Road 
Race World Series at Motegi. The remaining 200 units can be reserved 
at a booth during the ’99 Suzuka eight-hour endurance race. As to the 
limited production of 500 units, Taira Racing spokesman told us that 
this has no relation to GP500, the class that Mr. Taira raced in before. 
However, it is interesting to note that Honda owns both racetracks 
where reservations are being taken and that President Irimajiri once 
worked for Honda. Hmmm. Only the hardest of the hard will be able to 
get their hands on one of these rare Dreamcasts. 


NEW MDK2 DREAMCAST SHOTS!!! 

The creators of Baldur’s Gate are in control... 


...so this potentially explosive sequel is in good hands. 
MDK2 is in full development at Bioware, as we can exclu¬ 
sively reveal with these new shots of a 20 percent complete 
game. MDK2 will offer huge, complex environments befitting 
the DC’s impressive 3D capabilities, and Kurt’s back with 
Cloaking and Chameleon powers, cool “Bouncing” sniper 
modes to catch enemies around corners and tons of new 
gadgets and bombs. We can’t wait till E3 to play this one! 
































































gamers' republic 

monthly gaming news 


WHAT’LL IT BE? WORM, 
PIG OR LIZARD... 

I* rave Entertainment have just announced three new titles 
w for the Game Boy Color.... 

...that, according to jay Boor, Crave’s PR director, promise to 
take full advantage of the GBC’s new hardware, unlike Men in 
Black and Gex Enter the Gecko, the company’s last two very 
forgettable GBC titles. In their defense, many companies sim¬ 
ply added color to their latest batch of black and white releas¬ 
es when the GBC burst on the scene last November. Earthworm 
Jim, Godzilla the Series, and Babe, Pig in the Game Boy... I 
mean Babe and Friends, will all be playable at this year’s E3. 

So hold on to your bacon bits, because Crave guarantee that 
all three will be worth their weight in pork bellies. Check in 
with us next month for the latest scoop on all three. 


frontlines news page 12 


METAL GEAR AGAIN! 

F or the millions who couldn’t get enough Metal Gear 
Solid (us included), Konami will be... 

...releasing a tweaked 
version of their seminal 
game. Due to hit store 
shelves in Japan on July 
1, Metal Gear Solid Inte¬ 
gral will feature a smat¬ 
tering of changes and 
enhancements, includ¬ 
ing a first-person mode, 
all-English voice acting 
(Hideo Kojima was par¬ 
tial to the American 
dub), the choice of 
Japanese or English 
subtitles, and 300 mis¬ 
sions in the VR training 
mode. There will be the 
option to randomize item and enemy placement, as well as new 
costumes and events. In addition, the PocketStation will get 
some support, presumably with a mini-game of some sort. No 
word yet on a U.S. release of this reported three-disc package. 
©KONAMI 1998 
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respective 
companies. 
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WILL THE FANTASY EVER END? 


/ t looks as if us lucky Americans will actually get a 
chance to play... 

...Final Fantasy Collection after all, more or less. 

Square recently announced Final Fantasy Anthology 
for a U.S. release this November. Unlike the Japanese 
Collection, however, Anthology will feature only Final 
Fantasy V and VI and will exclude IV, which was never 
officially translated for the U.S. Let’s hope the Ameri¬ 
can packaging is half as cool as what was released in 
Japan earlier this year. © Square 1999 


...do-anything black and white portable. The newly christened 
game.com Pocket Pro features a smaller, more contoured casing in 
a bevy of iMac-like colors and a backlight for those romantic, can¬ 
dle-lit occasions. The internet functions of the older model remain, 
as you can purchase a 14.4 outboard modem for e-mail and text- 
based internet surfing. You can also connect the game.com to a PC 
and upload hi scores to Tiger’s web site to compete against other 
players. The little unit again features a built-in calendar, calculator, 
phone-number organizer, and Solitaire game, all operable through 
the touch-sensitive screen and plastic pen. 

Of course, it’s the games that are all important, and Tiger contin¬ 
ues to unleash their typical onslaught of big licenses. Metal Gear 
Solid, Resident Evil 2, Castlevania: SOTN, Fighters Megamix, Mad¬ 
den Football ’99, Deer FJunter (!) and Command and Conquer are just some of the titles either available or 
coming in the future. We had a copy of Resident Evil 2 to check out, and it looked pretty good with big, 
easy-to-see graphics but slightly slow and stiff gameplay. We’re very curious to see how Symphony of the 
Night and Metal Gear Solid turn out. Perhaps the stiffness will begin to dissipate, yeah? 

The game.com Pocket Pro version is out now and costs a very reasonable $ 29 . 99 . 
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'R4 has to be the best-looking PlayStation racer ever (yes, edging out even Gran Turismo)." 

- Official PlayStation Magazine, December 1998 



"The first great racer of 1999 could be a Gran Turismo Killer 

- Official PlayStation Magazine, February 1999 



It’s how the French fry the 
competition. Its classlj 
and vacuum-like handlir 
legendary on the Grand l*rix 
not to mention its tres nas 
custom-designed aluminum 
engine. It is the Dirigeant - just 
one of the automotive marvels 
that tear up the streets in R4. 
With over 300 new cars, 45 
fantastic models, 8 thrilling 
courses, a 2-player split-screen 
mode and only one way to drive. 
Fast. R4’s asphalt gulping 
graphics and spectacular racing 
environments deliver racing 
speeds that were once deemed 
impossible. But not anymore. 
Now you’ve got R4. 

Au revoir, mon ami. 




RIDGE RACER TYPE 4 

Think fast. Drive faster. 



keep the arcade-style 
action fast-paced 

• Championship 
performances unlock 
secret hidden supercars 

• Don’t be afraid to 
bump the other car, 
it’s all part of a 
winning strategy MPP 1 


• Sensational 
graphics and 
effects give ever 
race a cinematic 


• Race at all 
day and night, 
during dramatic 
sunsets 


• Relive your 
moments throut 
dynamic-camera 
replay mode 


• Watch your race 
with all-new motion- 
blur effects 


• Battle head-to-head 
in split-screen vs. mode 



• Race on , 
gorgeous ( 
cityscape, 
countryside 
and race¬ 
track courses 


• Join one of four 
international race 
teams - each with 
individual strengths 
and weaknesses 


• Design original logos 
to customize your car 


• Money can’t buy 
victory. You’ve got 
to earn new cars 
with your race 
performance 

• Experience all 
the ups and 
downs of a full 
racing season in 
the Grand Prix 
mode 

• Includes a Ridge 
Racer Turbo Mode 
bonus disc with 8 
60 FPS tracks 



www. namco. com 



















































YOUR NUMBER ONE SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME STATISTICS 


top ten sei_i_ing pi—aujstzaEion titi_es 

'RANKED ON UNITS SOLD MARCH 1999 


1 SYPHON FILTER 989 

2 SILENT HILL 

3 FROGGER HASBRO 

4 GRAN TURISNIO SON 

5 METAL GEAR SOLID 


6 CRASH BANDICOOT 2 t 

7 RUGRATS thq 

8 WCW/NWO THUNDER 

9 NBA LIVE ’99 ea 

10 SPYRO THE DRAGON 


SONY 


KONAMI 


KONAMI 


SONY 


It may not boast the pinnacle of game design that marks Metal Gear, but Syphon Filter, a 
great game in its own right, is PS gamers’choice of espionage action titles for this month. 


top ten sei_i_int= n/htendos'f titi_es 

*RANKED ON UNITS SOLD MARCH 1999 

1 MARIO PARTY NINTENDO 6 SUPER MARIO 64 NIN1 

2 ZELDA: OCARINA OF TIME NINTENDO 7 WCW/NWO REVENGE 

3 GOLDENEYE 007 NINTENDO 8 SOUTHPARK AO 

4 SW ROGUE SQUADRON LUCASARTS 9 NASCAR ’99 ea 

5 MARIO KART 64 NINTENDO 10 CASTLEVANIA 


COH 


KONAMI 


Of course, leave it to Mario to dethrone Zelda from its lengthy reign at the top. And it looks 
liKe a lull in Goldeneye sales is about as likely as a Y2K armageddon. 


r RANKED ON UNITS SOLD MARCH 1999 


1 NHL '97 ea 6 MAGIC KNIGHT RAYEARTH 

2 CROC:LEGEND OF GOBBOS fox 7 GRID RUNNER VIRGIN 

3 NBA LIVE ’98 ea 8 SONIC 3D BLAST sega 

4 IRON MAN X-0 MANOWAR ACCLAIM 9 NIGHTS W/CONTROL PAD s, 

5 MADDEN ’97 ea 10 SPACE HULK: VENGEANCE 


It's the best game on this list, yet Magic Knight Rayearth can't seem to crack into the top live. At 
least our readership is smart enough to stay away from Iron Man X-0 Manowar, right? 


top ten sei_Ling per titi_es 

* RANKED ON UNITS SOLD MARCH 1999 


1 BALDUR’S GATE 

2 DEER HUNTER 2 

3 CABELA’S B.G.H. 

4 STARCRAFT: BROODWARS 

5 HALF-LIFE SIERRA 


6 FLIGHT SIM. ’98 MICh 

7 COMBAT FLIGHT SIM. 

8 MYTH 2 BUNGIE 

9 MONOPOLY HAS 

10 SIMCITY3000 


WIZARDWORKS 


BLIZZARD 


MAXIS 


Spme of you might be offended by our incessant Deer Hunter bashing. We appologize in 
advance, because as long as it's on the list, we’ll continue to sarcastically point it out. 


r RANKED ON UNITS SOLD MARCH 1999 

6 FROGGER-psx f 

7 ZELDA: OoT-n64 

8 GOLDENEYE 007 -N 64 

9 GRAN TURISMO-ps 

10 METAL GEAR SOLID-ps 


1 SYPHON FILTER-ps 989 

2 MARIO PARTY-N64 N 

3 POKEMON BLUE-gbc 

4 POKEMON RED-gbc 

5 SILENT HILL-ps 


NINTENDO 


NINTENDO 


NINTENDO 


KONAMI 


KONAMI 
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warldl republic: top ten games 


-japan 

1 DENSHA-DE-GO! 2 ps 

2 UM JAMMER LAMMY ps 

3 CHOCOBO RACING ps 

4 GALLOP RACER 3 ps 

5 POCKET MONSTER SNAP n6a 10 MILLION CLASSIC ps 

*RANKED ON UNITS SOLD MARCH 1999 


unitzacJ Isingc/ann 


6 FINAL FANTASY I fill ps 

7 SMASH BROTHERS n64 

8 FINAL FANTASY COLLECTION ps 

9 MONSTER FARM 2 ps 


1 CHAMPIONSHIP MANAGER 3 pc 6 A BUG’S LIFE ps/pc 

2 METAL GEAR SOLID ps 7 X-WING ALLIANCE ps/pc 

3 FIFA ’99 n64/ps 8 GRAND THEFT AUTO ps/pc 

4 RUG RATS ps 9 PREMIER MANAGER ‘99 ps/pc 

5 TOMB RAIDER 2 ps/pc 10 SOUTH PARK n64 

*RANKED ON UNITS SOLD THE MONTH OF MARCH 1999 


gamers' republic: top ten games 

*BASED ON GAMES PLAYED THROUGH APRIL 8, 1999 


© © 

Inst— ustson b. sbisbbon 


to. sisclnbsr- 


3. ^ssi- 


BLUE STINGER dc 

METAL SLUG 2 nc 

SONIC ADVENTURE dc 

TONIC TROUBLE n64 

CHOCOBO RACING ps 

MONACO GP 2 oc 

THOUSAND ARMS ps 

8 GOEMON’S ADVENTURE n64 

9 BEETLE ADV. RACING n64 

10 NEW WILD 9 ps 


1 GRANTURISMO ps 

2 1080 SNOWBOARDING n64 

3 PANZER DRAGOON SAGA ss 

4 NHL ’99 ps 

5 EARTHWORM JIM se 

6 MADDEN '99 n64 

7 INT. SS SOCCER n 64 

8 WIPEOUT ps 

9 SILENT HILL ps 

10 TREASURES O.T. DEEP ps 


1 BLUE STINGER dc 

2 SMASH BROS. n64 

3 POWER STONE dc 

4 GOEMON’S ADVENTURE N 64 

5 PUY0PUY0N4 dc 

6 HOUSE OF THE DEAD 2 dc 

7 SUPER METROID SNES 

8 EHRGEIZ ps 

9 SUPER SPEED RACING dc 

10 MARVEL vs. CAPCOM dc 


1 SUPER MARIO BROS. DX gbc 

2 NEED FOR SPEED 3 ps 

3 EVERQUEST pc 

4 MEDIEVIL ps 

5 BLUE STINGER dc 

6 KINGPIN pc 

7 AVP pc 

8 QUAKE 2 pc 

9 GRAN TURISMO ps 

10 RRT4 ps 


ru 7 . Irtobbs 


—i. czor-buj 


3. prsbbs 


1 HOUSE OF THE DEAD 2 

2 POWER STONE 

3 SILENT HILL 

4 SAGA FRONTIER 2 

5 BLUE STINGER 

6 MARVEL vs. CAPCOM 

7 UM JAMMER LAMMY 

8 SEGA RALLY 2 

9 GET BASS 

10 EHRGEIZ 


DC 

DC 

PS 

PS 


1 HOUSE OF THE DEAD 2 dc 

2 CASTLEVANIA:SOTN ps 

3 SILENT HILL ps 

4 QUAKE 2 pc 

5 KINGPIN pc 5 

6 STARCRAFT me 6 

7 ULTIMATE DOOM ps 7 

8 C&C ’95 me 8 

9 METAL GEAR SOLID ps 9 

10 SATAN’S HOLLOW MAME 


1 EVERQUEST 

2 REQUIEM 

3 HOUSE OF THE DEAD 2 

4 QUAKE 2 


KINGPIN pc 

DAIKATANA DEMO pc 

BLACK TIGER MAME 

VAMPIRE SAVIOR ss 

BUST A MOVE ps 

10 UNREAL pc 


1 EVERQUEST pc 

2 POWER STONE dc 

3 THRILL KILL ea 

4 HOUSE OF THE DEAD 2 dc 

5 MEGAMAN & FORTE sec 

6 SONIC ADVENTURE dc 

7 SUPER ADV. ISLAND dc 

8 RADIANT SILVERGUN ss 

9 BLUE STINGER dc 

10 POCKET MuuMuu ps 














techftonX 



A s the U.S. Dreamcast launch is start¬ 
ing to take shape, and Sony has start¬ 
ed revealing some information on its 
plans for Playstation 2 , the familiar specter of 
nonsense tech phrases and ridiculous mar¬ 
keting lines has started to rear its ugly head. 


The Playstation 2 announcement, coming as 
early as it did, was replete with this sort of 
nonsense, including outlandish claims from 
Sony like "the original Playstation radically 
changed the landscape for computer enter¬ 
tainment with the introduction of real-time 3D 
graphics" (guess all those PC flight sims I 
played, not to mention Jaguar and 3DO games, 
were just a figment of my imagination). Like 
Sega is with the Dreamcast, Sony is pushing 
the fact that the Playstation 2 will be 128-bit, 
continuing the trend of companies finding a 
way to up the bit count to cement the percep¬ 
tion of their machine as being a full generation 
ahead of the previous ones. It is this focus on 


► 

“BITS: GIVING MEANING 
TO THE MEANINGLESS” 


something of a surprise to anyone who tried 
NES development. While I can appreciate the 
difficulties of discussing factors like number of 
bits in an article intended for a general reader- 
ship, it would have been a lot more accurate to 
say: "The best way to understand the signifi¬ 
cance of that 128 bits of processing power is 
that on its own, it has absolutely no signifi¬ 
cance whatsoever." 

The reason for this is simple: there are a vari¬ 
ety of components of a system that can use dif¬ 
ferent numbers of bits, from the data bus to 
the memory addressing to the parts that do 
computations (these can be separate 
coprocessors or part of a larger chip). And this 
is for a single processor; most systems now 
have at least two main processors—the CPU 
and a separate graphics processor—and each 
part can use a different number of bits (wit¬ 
ness the Jaguar, with components ranging 
from 16 to 64 bits). How many bits each com¬ 
ponent has can have significant effects on how 
the system performs, particularly when the 
number of bits of a particular part isn’t enough 
to keep up with the rest of the system. The 
number of bits of the data bus plays a factor in 
how fast data can move between parts of the 
console. The number of bits for computations 
can affect accuracy: the reason the Playstation 
has seams between polygons is because it cal¬ 
culates geometry using only 12 bits of accura¬ 



entire additional system for PCs that had more 
RAM than that. 

All of this means that even where number of 
bits does mean something, it never translates 
directly into how powerful a system is. It can 
certainly have some effect on computing 
power, but other factors like processor speeds 
and fill rates are more important, and it would 
take an engineer to figure out how all the dif¬ 
ferent factors come together. When system 
power is concerned, what people are most 
interested in is how many polygons a system 
can render per second, the resolution it can do 
it at, and what sorts of special effects it can 
use. You still have to be careful about looking 
at these figures in any official specs though, 
since polygon per second figures are nearly 
always inflated, and the list of effects a system 
can handle is always severely padded with 



bit count that I find particularly bothersome, 
since it is a complicated issue that people tend 
to place far too much weight on. Recently, a 
colleague of mine wrote [Speaking of the 
Dreamcast] "The best way to understand the 
significance of that 128 bits of processing 
power is to consider this: The graphics engine 
in Sega’s Dreamcast is 16 times more powerful 
than the processor in the original Nintendo 
Entertainment System, eight times more pow¬ 
erful than the processor in the Sega Genesis, 
four times more powerful than the processor in 
the Sony PlayStation, and twice as powerful as 
the processor in the Nintendo 64 (N64)." So 
assuming the Dreamcast can do three million 
polygons per second (its official spec), this 
would mean that the original NES was capable 
of 3D graphics with nearly 200,000 polygons 
per second, which would probably come as 


cy (which works out to 5 digits of accuracy 
under the best conditions), so it rounds off 
where polygon edges are supposed to be, and 
they don’t always end up right next to each 
other like they should. Lastly, the number of 
bits used for memory addressing 
determines how much memory a 
system can conveniently access. 

While not generally relevant in a 
console, it’s amusing that the rea¬ 
son for DOS’ backwards 640K main 
memory, and all the hassle involved 
in trying to use extra RAM, is that 
640K is how much could be 
accessed using its bizarre 16-bit- 
based addressing system (memory 
addressing is simply how the sys¬ 
tem tells where to look for a piece of 
data), and they had to develop an 


effects that you’re simply not likely to ever see 
in a game. The bottom line, as always, is that 
you should look at the games in action and 
judge for yourself, since ultimately this will be 
the only way to judge the hardware accurately. 
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bS MILLION YEARS IN THE MAKING- 

BLUE STINGER IS READY FOR ACTION! 
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cover story 



ASTOUNDING VISUALS WILL DRAW VOU IN--- 

DEEPi IMMERSIVE GAMEPLAY MILL KEEP YOU ENTHRALLED 


realism and peril that the producers are obvi- has transformed the island in to a giant research 
ously attempting to create. There are also some center, complete with a residential district for 
issues with the camera. Understandably, it is the many people who work there (sort of like the 
meant to provide a cinematic experience and is colonists on LV426), and it seems to be med- 
great most of the time, but there are those dling in some dangerous form of bio-engineer- 
moments that, when running towards it, it ing. It’s Christmas Eve and our hero, Eliot Bal- 
becomes necessary to listen for the monsters, as lade, an ESER officer (Especial Rescue Officer), 
there is no way to swing the camera around has been suckered in by his friend Tim to help 
behind Eliot or Dogs to see what’s in front of decorate a KIMRA yacht for a company Christ- 
them. This is not a game breaker, but the game mas party. So the stage is set. As Tim prepares 
would have been more user friendly with an the ship’s good-luck charm, Nephilim (an angel 
extra camera option or two. And, finally, ending of good luck from the bottled angel series), light- 
my list of quibbles are the character models ning strikes twice as another meteor (or is it the 
which, while smooth and nicely textured, are same one?) hurls from space, striking the Island 
assembled rather simply. Eliot’s neck resembles in the exact same spot as it did 65 million years 
a cylinder between his shoulders and head, with ago. The ensuing explosion forms a dome- 
visible seams on both connection points, and shaped force field around the island and uncov- 
the character’s arms and joints look plainly ers a huge metallic dish directly in its center, 
attached. (Climax address this issue and more in From that center, the tiny comet races towards 
the interview following this article.) OK, enough the boat and playfully takes the shape of the 
with the negative; as you can imagine, there’s a ornamental angel, as Nephilim is born into the 
lot to celebrate about Blue Stinger - certainly world as the comet’s host. Soon after, the yacht 
enough to overshadow a few weak points. is attacked by a vicious flying prehistoric men- 

The story unfolds in true cinematic style, like a ace, Tim is killed and Eliot dives to safety. As he 
cross between Predator and Jurassic Park , with a washes up on a pier outside the vast island corn- 
meteor rushing towards earth some 65 million plex, Blue Stinger is ready to play, 
years in the past, during the Cretaceous period. After meeting up with Dogs, a surly sea cap- 
The meteor wipes out the dinosaurs, and is tain who insists on helping Eliot out, and Janean, 
recorded in history as the “dinosaur killer.” Jump a sexy KISS Security Agent and sharp shooter, 
to the year 2000 (OK Conan O’ Brien fans, that’s you’re off on your first mission to the Hello Mar- 
enough), and an earthquake has caused the ket district. A sea of neon lights and animated 
submerged land directly where the meteor billboards, it’s got all the charm of a futuristic 
struck to rise to the surface, forming a tiny disco inferno, but man, is it beautiful. It is here 
island, aptly named Dinosaur Island. Our story that Blue Stinger’s excellent task-based game- 
begins 18 years later. The KIMRA Corporation play begins to take shape. Complex scenarios 
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UNPARALLELED SPECIAL EFFECTS 

COMPLIMENT A BARBAROUS ARSENAL! 


: old in real time amongst environments you’re used to seeing in CG movies, not running around in laying waste 
leticulously detailed creatures. ’Stinger’s MO is made up of several increasingly intense missions, each a com- 
:rek riddled with mini-adventures, plot twits, and surprise encounters. Each objective plays host to an unending 
of events, finding ID cards, opening locked doors, buying and finding new weapons, making contacts, and even 

ultimate corporate goal is no small or easy 


V plex i 

W chain 
w curing 
I task. Tl 
f blood, a 
things ge 
The ere 
fully carrie 
vending s^ 
Dinosaur l£ 
born baby, 
ain’t got tir 
splatter or 
sauce time, 
Musically 
soundtrack 
game’s 
although w 
same secti 
time, more 
been nice. 


a disease. Unraveling the mystery behind the island and KIMRA’s 
le island’s populous, a race of Dynocytes (human/dinosaur and somewhat insectoid hybrids) thirst for your 
id killing them is as cinematic as it is perversely fulfilling. Stock up on Hassy Cola and hot dogs, because if these 
t the jump on you, they can turn you into hamburger rather quickly. 

ature; designs (by Robert Short of Beetlejuice fame) are truly inspired. Derived from human hosts (that thank- 
id a lot of loose change), killing them causes them to discharge shiny coins that Eliot and Dogs can use in the 
stem|s located throughout the island complex. Why they sell guns and ammo out of vending machines on 
land I do not know, but regardless, the weaponry in Blue Stinger would make Charlton Heston drool like a new- 

Napqlm Guns, Laser cannons, Gatling Guns (jesse Ventura style - “I _ 

ne to bleed”) and even a Star Wars-Uke Light Saber can be used to 
fry the enemy. Once you acquire the Power Mixer though, it’s really 
, as y(ju mince and grind the enemy into a quivering pulp! 

>, Blue Stinger’s 

mixes well with the . 

moody tempo, 


In one of Blue Stinger*s many dramatic 
sequences, Eliot must first vent this mas¬ 
sive tank and then outrun the ensu¬ 
ing trail of fire, only to be blast- 
■ f f ed across a deep chasm, 

should he succeed. 


















BLOOD-THIRSTY MUTANTS 

ROAM THE CORRIDORS. PAINT THE WALLS! 




r i dogs 


As I’m sure you’ve discerned by now, 
there is a lot to love about Blue Stinger, even though it 
may fall prey to many a critic’s scalpel for its sparse array 
of miscues. With 128-bit technology, we’re incited to 
demand perfection that much more, as superior tech¬ 
nology leaves little room for excuses in terms of visible 
flaws, so I guess it’s to be expected. Even though the 
bosses (except for the last one) were too easy, and 
the voiceover, with its off-beat connotation, was 
just, well, wrong, I reveled in Blue Stinger, because 
it’s a gorgeous and well-produced Dreamcast 
adventure game that successfully sets the stage 
for those to come. I do believe that for Blue 
Stinger to realize its full potential in the U.S. 
market, the voices, camera and certain situational miscues should be addressed, as this is a piv- 
otal game for the young system. It will single-handedly have to carry the torch for the adventure 
breed until Code: Veronica rolls around, which judging by the version we saw at TGS has a ways yf f 

to go. As it stands, Blue Stinger is a very good game that borders on great. I believe that SOA are - 

serious about winning back the audience that made the Genesis number one, and therefore 
would be well served to imlement some quick refinements while time still permits. We don’t 
review import DC games headed for the U.S. specifically for this reason. It’s common knowledge 
that Sonic Adventure will be vastly improved for the U.S. market. I hope that Blue Stinger will get 
at least equal treatment. Regardless, this is a game I highly recommend each and every 
Dreamcast owner experience for themselves, f 


Pictured above, an example 
of Blue Stinger's amazing 
detail and cinematic cam¬ 
era work , in a real-time 
environment. And pic- 
left , the island's 
vending system pro¬ 
vides both nutrition 
and ammunition! 


III! Ill II ■ llll 11 













BLUE STINGER 


1 



J 



cover story 


T ORIGINAL ACTION ADVENTURE WAS BOUND TO RAISE MORE THAN A FEW QUESTIONS AS THE PRE 


The Dreamcast’s first 
MIER 128-BIT CONSOL if ( 

SOURCE AT CLIMAX GRAPHICS FOR THIS INSIGHTFUL FIRST U.S. INTERVIEW WITH THE MINDS BEHIND BLUE STINGER... 


an interview witn 

sninija nisnieal-ii 


1 sudh 


' Zdri 


GR: Please tell us about Glim4 

SHINYA NISHIGAKI: As you 
Naito in 1989 and made 
Dark Savior. I was the scena 
of Dark Savior. Recently, 
such as Biohazard and Eneijr 
when it was time for us to go 
kinds of movie-like games, 
racing games and RPGs. In C 
ics, a kind of sister compair 
myself and Mr. Masaki Seg, 
be a designer at Sega and he 
however, he joined Climax to 
of us came from Climax - e\ 
people in total, and everyone 


know, 
titll 
10 w 

th|e ma|rket 

y 

our 
[while 
ecem 
l. Bu 
awa, the 


What is your current rel/tion 

We set up Climax Graphics lo sp«? 
cializes in programming. Since th 
have a lot of excellent designers 
technical information, etc. Li 


When did development of Blue 

Pre-production started in Septemb' 
scenario, the character design and 
about six months. After that the 
earnest with real production start 
March 1999. 


ret 


Ida 


HOW DID YOU COME TO WORE 

In 198s, when I was still a uni 
SFX convention, because I 
SFX artists there from Ameri 
later when I first decided to 
cast, it was necessary to do s| 
artist. Anyway, I called up so 
remembered me. After that 
other people, such as Pete 
work. In order to create a m 
important, so we had some 
board for us. I went to Ameri 
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TS SET TO EMERGE ON THE U.S. GAMING SCENE. WE TOOK OUR QUESTIONS DIRECTLY TO THE 


wo 
do 
r eryo 
herb 


x Graphics. 

Climax was established by Mr. Kan 
s as Land Stalker, Shining Force and 
ifiter for Land Stalker and the producer 
for movie-like adventure games 
0 has appeared. Since I like movies, 
((Efferent ways I wanted to create these 
Mr. Naito wanted to continue doing 
ber of 1996 we created Climax Graph- 
at that time the only members were 
executive CG designer. He used to 
on the Clockwork Night CG movie, 
e Dark Savior CG movie. Only the two 
fie else is new. There are currently 18 
loves movies. 


reed < 
tin 


uckily, 


' V 


WITl 

ik/ersi 

|aiiy 

whl 
treat) 
s)ome 
ie p< 
wen|t 
Von 
Dvie- 
profe: 
a abl 


1 ship with Climax? 

cialize in graphics while Climax spe- 
|ey have a lot of programmers and we 
v(ve help each other out by exchanging 
our offices are only 15 minutes apart. 


\Stinger start? 

er 1996. This consisted of writing the 
also staffing the company. That took 
design-work development began in 
ng in December 1997 and finishing in 


Robert Short? 

student, I was helping out at a mini- 
Ijked SFX a lot. There were quite a few 
om I was able to meet. Then 12 years 
5 a movie-like game with the Dream¬ 
modeling; this is the realm of the SFX 
c ople who’d met before, and Mr. Short 
to America to meet him and some 
Sholly, who helped with the camera 
like game, the camera editing is very 
ssional Hollywood staff do the story- 
Dut 10 times. 


What process did you use 

First of all the Japanese direc| 
with some rough sketches 
talked with him in detail abo|.i 
color, tail shape, claw size, 
tions that we further refined 
After we agreed on the final 
he created seven models, buj 
20 monsters. The models d 
designers decided on the lim| 
designed most the monsters 
about half of it after looking 


TO cr 

Tor ma 
which 
t ea 
etc. Aft|e 
aifter 
desig|i 
we 
bn’t 
ip )'oi 
mo 1 
it thel 


EATE THE MODELS? 

ade notes about each monster along 
we showed to Mr. Short. Next, we 
h of the monsters, such as their eye 
r that we created proper 2D illustra- 
c(liscussing them with Mr. Short again. 

, he created the 3D models. In total 
cheated rough designs for about 10 to 
move, so afterwards the 3D motion 
rits by looking at the models. We had 
ivements in advance, but we changed 
models. 


producer, climax Grannies 

What kind of player did you create Blue Stinger for? 

Our target players want some kind of entertainment on the weekend. Of 
course, they rent videos, but they also have a big interest in games as 
well. In japan, Hollywood movies are very popular, so I wanted to create 
an interactive movie-like game where they could appreciate how great 
the Dreamcast CG really is. Final Fantasy is really too long, so for Japan¬ 
ese people who don’t have much time, when they play it the next time 
they can’t remember the story. A movie is only two to three hours, so its 
impression on you remains intense. I wanted to create a non-stop action 
game that they could play and complete over just 
one weekend. 

Did you use any reference materials for the 

DESIGN IN YOUR STAGES? 

Shenmue is set in China, Tomb Raider is set 
amongst ancient ruins and Biohazard is set in an 
old European-style mansion. We wanted to create an 
original world stylized like an American movie with 
over-the-top neon signs, gaudy color 
schemes, and so on - a little like Las 
Vegas but nothing that actually exists. 

Amongst these images we have the 
Kimra Corporation, whose name 
appears throughout the game, simi¬ 
lar to Blade Runner , and there are 
also plenty of Japanese stereotypes 
in the game, like those images 
found in Black Rain. The design¬ 
ers watched many videos 
to get various ideas 
for the game. <// 
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HOW DID YOU GO ABOUT DESIGNING ALL THE IMAGES IN THE GAME? 

We put together a specialist texture team who created all the pictures 
on a Macintosh. All the posters and billboards are original. Everyone 
enjoyed creating them; just these alone number over 200. The Dream- 
cast’s screen resolution of 640 X 480 is very high, so we were able to 
represent things in great detail. For example, in the cinema all the movie 
posters include information on what movie it is, which star appears in it 
and the outline of the movie’s plot as well! 




TOGETHER? 

When the player is playing non-stop for 10 
to 15 hours, it’s very important to consid¬ 
er the player’s psychology by 
balancing the story, 


OK my friend, how much for the models? 
Go on, name your price... You have to 
respect this level of dedication... 

So, how much?! 


GRAPHICS 1999 

SHINYA NISHIGAKI. PRODUCER 


One of the most impressive scenes in the game is the exploding 

FUEL TANK SCENE. HOW DID YOU DO IT? 

This is all down to the Dreamcast’s great spec, as no matter how far you 
pan the camera out you can still show everything in detail. Right from 
the beginning we deliberately created a background that would go well 
with the long camera shot - which we call a helicopter shot - so that it 
would look impressive. In other games, up to now you could only 
watch the explosion scenes as a movie, but in Blue Stinger you 
can actually run away from it. I really wanted to put this fea¬ 
ture into the game. This scene is only about two minutes 
^ long, but it took us six months to do. In the release version 
»S) most people can escape the explosion on their second try, 
but at test time the Sega debug team said it was too diffi¬ 
cult because it took about seven times to complete, so we 
changed it. 


There are plenty of different elements 

THROUGHOUT THE GAME, BUT HOW DID YOU 
GO ABOUT DECIDING HOW TO PUT THEM 


\ 
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puzzle, action and battle segments of the game, just like a weekly TV 
drama series which ends at a dramatic moment to make you want to see 
the next episode, we have to keep pulling the player along to make him 
want to continue playing. However, you can’t have action all the time, or 
the player will become exhausted. The puzzles are there to make you 
stop and think, which prevents the game from just being on rails. In 
addition, there is plenty of humor in the game as well. You can’t keep 
the tension high throughout the game without having a little humor as 
well for contrast. This is just like Die Hard. We paid a lot of attention to 
this as well. Personally, I like Neil Simon, so I deliberately chose that 
American style of conversational wit. I don’t think there’s any other 
game that has as much of this kind of humor as Blue Stinger. However, 
the humor isn’t just a simple joke; there’s often an important hint or 
something behind it. Although it took a long time to fine tune the 
rhythm of the game, I’m really happy with the final result. 

What did you consider most when deciding which puzzles to put 
IN WHICH rooms? 

I wanted the riddles and puzzles to be related to the actual locations. In 
some other games the riddle is completely out of place to its setting 
and is strange because it doesn’t make any sense. However, I wanted 
them to have realism. For example, in the supermarket there was a 
stamp rally and in the freezer room you can adjust the temperature. On 
top of this I added a funny element as well. In Die Hard , it’s Christmas 
but no one is there. That’s ironic; I used this kind of irony on some of the 
stages as well. 

Was there anything you wanted to put in the game which you 

ENDED UP HAVING TO LEAVE OUT? 

There are plenty of things we had planned on doing but we weren’t able 
to do because we didn’t have enough time. For example, right from the 
very beginning I had wanted the players to be able to drive the jeep, but 
now it’s just a CG scene! Another is that first of all, Blue Stinger was to 
be a two-player game with both characters onscreen at the same time 
where Dogs would have been a computer-controlled character with Al, 
but we ran out of time, so we cut that. One more is that there was one 
monster we didn’t get to put in. It was a dolphin monster with long 
necks which Mr. Short even created a model for. However, it might 
appear in our next game. 

Where did you get your ideas for the monsters? 

First of all, we didn’t want any kind of zombies like in Biohazard. We 
considered various types but we needed at least one creature carrying 
money, so we had to have a monster mutated from a human - almost 
like a monster with a human attached. After talking to Mr. Short, we 
wanted to have American-style monsters. 

Did you have problems with all the red blood? 

It’s strange, isn’t it? In The House of the Dead and D2 the blood is all 
green, but in Blue Stinger it’s red, and when you kill the monsters, they 
spurt it all over the place. However, our producer at Sega, Mr. Ogawa, 
did a great job in getting it approved. We kept telling people that the 
creatures were monsters, not zombies, because even creatures that 
used to be human - that includes zombies - can’t have red blood. 

What about the monsters*movements? 

I wanted vigorous action, so I had the monsters jump forward, but at 
different levels of speed and intelligence. All the monsters possess IQ 
algorithms. The first ones you meet aren’t too bright, but as you 
progress they get smarter, and if you get close to them, they leap at 
you. Their speed increases as well. If you blow their head off, then they 
stumble around, because they can’t see. 
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Which character was the most difficult to create? 

Other than the mega-boss, the most difficult was the ice dragon. 
Because it’s large and bulky, it’s movement tended to be slow and clum¬ 
sy, so it was easy to defeat Dy just getting around behind it. We had to 
work hard programming it 1o be able to swing around quickly to face 
you. In addition, since it was big there were a lot of collision-detection 
problems with the walls, etc. 


Why did you end up putting characters from Pen Pen in the 

GAME? 

Originally, we were just going to have four normal animals - a rabbit, a 
bear, an elephant and a bird. However, Mr. Daisaku Ikejiri, who was the 
producer of Blue Stinger in :he beginning, moved to General Entertain¬ 
ment and became the prodjcer of Pen Pen. Since we were still good 
friends we agreed to use soit e Pen Pen characters instead of the animals. 


Please tell use about the atmospheric soundtrack? 

This time I wanted a Hollywood-style soundtrack a little like something 
you would expect from John Williams. The composer was Mr. Toshihiko 
Sahashi, who was one of the; top graduates from Tokyo Music Universi¬ 
ty; he composes music for n ovies and TV dramas. I gave him the open¬ 
ing and ending CG movies and let him create the music himself, using a 
50 piece orchestra. For the Dther tracks in the game I wrote about 20 
lines of explanation and sketched some images. It was his first time to 
compose game music, but he created it as if it were for a real movie. 


Do YOU HAVE ANY ADVICE FOR THE PLAYERS? 

When you’re stuck on a puzzle, I suggest you make good use of the 
maps and read the explanations of the items. If you do these two 
things, you’ll be able to progress much more smoothly through the 
game. In addition, Dogs may be slower than Elliot, but he’s got a 
stronger defensive capability, more hit points, he’s more resistant to 
damage, he doesn’t fall over the edge so easily, and he can push things 
faster. If you use him effectively, then he’s really useful. 


One of the main limitations of Blue Stinger is that you are 

UNABLE TO CHANGE THE CAMERA VIEW YOURSELF. WHY DIDN'T YOU 
INCLUDE THIS FEATURE? 

The reason we didn’t want he players to be able to alter the camera 
view themselves is because the tempo of the game would be affected 
as players would spend too much time moving the camera around try¬ 
ing to look for places they cc uldn’t see. This is the first time we’ve tried 
this system, so depending on the response we get from the players, 
maybe this will be an issue that we’ll have to solve for our next title. 
Perhaps next time we’ll let people change the camera angle them¬ 
selves. 


NOW THAT YOU'VE FINISHED BLUE STINGER, WHAT IS YOUR FINAL 
IMPRESSION OF THE GAME? 

Considering the fact that there were a lot of handicaps with working on 
the early versions of Dreamcast, I’m really satisfied with the final result. 
Most players don’t really appreciate that it was really important for 
Sega to get a full 3D polygon game out on the Dreamcast. We are a new 
company with only 18 staff members. When we worked on our first 
game, not only were we this small company, we were working on a 
brand-new hardware platform that wasn’t even fully ready. Coming for 
the Dreamcast later this year, there’s Biohazard Code: Veronica, D2 and 
Under Cover, but we were the first to create a full 3D polygon adven¬ 
ture/action game - and I’m really proud of this achievement. The fact 
that only 18 people could create this game really shows the power of 
the Dreamcast, but we had to work very hard to achieve this. Everyone 
did the work of three people, as you’d normally have about 50 people 
to create this type of game. We were working 24 hours a day for two 
years, and during that time we only rested for about five or six days. 


We've noticed visible seams between the neck and torso, arms 

AND TORSO, ETC. IS THERE ANY WAY TO SMOOTH OUT THE TRANSITION 
BETWEEN BODY PARTS? 

^ When we first started workin g on the Dreamcast, the first hardware did- 
^ n’t have global enveloping Cc pabilities, that’s all. With the characters in 
W Pen Pen, which don’t use so many polygons, it’s not a problem. But for 
a our characters, which are very realistic, there are a lot of polygons, and 
^ that causes difficulty. We a'e only using about 30 to 50 percent of 
Q Dreamcast’s spec, so for our next project we’ll use all 100 percent and 
be able to calculate all the body joints completely, which will prevent 
^ this situation from occurring again. 
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Welcome to the world of ]ade Cocoon: Story of the Tamamayu. As Levant, a 
Cocoon Master, you will engage powerful monsters in deadly one on one combat. 
As the magic and talon clash of these titanic battles turn to your favor you can call 
on the mystic Cocoon powers and capture a fallen foe as they are on the brink of 
death. Once captured these mighty creatures can be trained to fight for you and 
combined with other monsters to form millions of new beasts. Once created these 
creatures will be your key to surviving the perils of the forest. 


Pit your creation 
arena mode. 


igainst a friend in the 
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Despite the heavy rain and bitter wind, Japanese 
gamers were out in force at the Tokyo Game Show 
Spring ’99 to make it the busiest show ever, with over 
163,000 people attending. With Nintendo absent as 
always, it was a straight battle between Sony and Sega as 
the Dreamcast’s quality strove to overcome the Playstation’s 
quantity. Eighty-two companies exhibited 500 titles (PS: 43%, 
DC: 11%, N64: 3%) with the emphasis on simulation games 
(23%), RPGs (13%) and action (12%). There were no really big 
surprises (except for the SNK vs. Capcom announcement), but 
plenty of great games on show with something for everyone. 


BEVIE» 'l 


Most of the games on Sega’s booth, such as HOTD 2, Get Bass and Blue 
Stinger, are already on sale, so instead we’ll look at Sega’s other efforts to 
attract new Dreamcast users by pushing the internet services available. A large 
number of Dreamcasts were linked up so that they could play online with some 
Dreamcasts set up in Sega’s theme park, joyopolis. Three network games were 
playable: Sega Rally 2 (PIC 2), Frame Gride and Around the Hot Springs (PIC 4), 
a mixture of card and board games. Monitors on the wall broadcast live 
images from Joypolis to prove it was really happening, and none of the games 
suffered any slowdown or net problems whatsoever. In addition, a very large 
section was devoted to exp.aining to many interested gamers the benefits of 
the soon-to-start WebTV (PIC 3). Another new internet game shown was 
Super Producers (PIC 1) from Hudson, in which you must become a produc¬ 
er and create your own artist. You can dress them up in your favorite style 
and manage their publicity. Once you’re happy with them you can then 
debut them on the internet and see how they do. 

Also on the Sega booth was a VMS mini-game for Climax Landers (PIC 
6). This was almost as popular as Collect Shenmue, and thousands 
queued to download it; unfortunately the Dreamcast version itself 
wasn’t on show. Or the up side, Giant Gram All Japan Pro Wrestling 
2 (PIC 5) was at least 
playable. 


55/5 


EIGHT THINGS YOU OUGHT TO KNOW ABOUT THE TGSl You couldn’t go? 
Never mind! With our Eight things you ought to know about the TGS guide 
you’ll be able to fool anyone into thinking that you were really there! - No.i: 
GAME MANIACS. The typical gamer is a 17-year-old male senior High 
School student who likes to play 
simulation games on his PlaySta¬ 
tion everyday. (A) Warp fans 
and scarier than D2! (B) 

! Hours before the show 
starts 30,000 gamers 
are already waiting. 


(C) 19981999 SEGA, (C) 1999 HUDSON, (C) CLIMAX 
















































































The most interesting mini-game was the 
QUEST and QTE mini-game, in which you 
had five minutes to find a guy called Terry by 
walking around the town asking people if 
they had seen him. After you found him he 
then tried to run away, leading you into a 
QTE chase sequence. 


The final mini-game is a new feature of Shenmue ded¬ 
icated to players not used to fighting games. A f 
character called Tom teaches you a fighting tech¬ 
nique through rhythm and dance. Once you have 
mastered it you can then use it in any of the Free 
Battle scenes. Because it’s in real time, he can 
give you advice by watching your mistakes and makes 
comments such as “you’re pressing the buttons too 
slow,” among many others 


EIGHT THINGS YOU OUGHT TO KNOW ABOUT THE TGSl - N0.2: COS¬ 
TUME PLAY: Japan is now famous for its legions of gaming fans who love 
to dress up as their favorite game characters. However, it’s not just for ama¬ 
teurs anymore, as most booths now employ their own costumed actors who 

are willing to stop and pose for 
anyone with a camera. On our 
travels around the TGS hall we 
found two characters from 
Power Stone, Sony’s Urn Jam¬ 
mer Lammy playing guitar live 
on stage, and a class full of 
High School girls singing on 
the Banpresto stage. 


Shenmue was the biggest game at the TGS and Sega 
made sure that everyone knew it. 

There were five different areas where 
you could try out different Shenmue 
mini-games, each utilizing a special fea¬ 
ture of the game. Each one used Magic 
and Time Control as well. The 
popular was a VMS game called Collect Shen¬ 
mue, where thousands of gamers clamored for 
hours to download up to 16 Shenmue characters, each 
with their own unique animation sequence. 


In a Yokosuka warehouse Ryo must fight and defeat 50 enemies 
within two-and-a-half minutes. This was the setting for the FREE BAT¬ 
TLE mini-game, in which you have complete 360° control over Ryo’s 
movement and can choose your own fighting actions: A button - Kick; 
X button - Punch; Y button -Throw; and B button - Dodge. Although in 
development (it’s 50% complete), it still shows a lot of promise and 
considering that the fight scenes are only about 5% of the game, this 
feature still plays better than most other dedicated fighting games. 


Just like the Free Battle m< 

QTE BATTLE mini-game was 
still a good demo for the users to try out. 

Using just the A and B buttons and the direc¬ 
tion pad, you once again fought some bad guys in 
the warehouse. Due to the fixed nature of all the QTEs, 
this feature is now 80% complete, meaning that only 
minor fine tuning probably remains to be done. 


(C) 1998 SEGA 
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Even for those people impressed by the sheer scale of Shenmue, the 
best Dreamcast game of the show for many had to be Soul Calibur. Noth¬ 
ing else seemed to capture the pure beauty of the DCs incredible CG power 
or match the instantly playable Soul Calibur combat system. Compared to many 
other DC titles at the TGS that failed to 
impress, Soul Calibur 

polished feel to it that was _ __ 

ignore. In addition, Namco have gone far , 1 : ~ " j 

beyond just a standard port by visually gBg|^ _ 
enhancing the characters and stage scenery 
significantly. While other games were left 
untouched, there was always a long line to play 
this game. Undoubtedly, Namco’s first Dreamcast 
title will be a triple-A product that will set the stan¬ 
dard for other game makers to follow. 


When you see this game in action , you will be 
witness to the future of fighting games. 







(C) 19981999 NAMCO LTD, (C) 1998 UEP System, tnc.AU Rights Reserved, (C) SOUTSU Agency/Sunrise 
(C) BAN DAI 1999, (C) 1999 GEN 1(1, (C) 1999 NJPW (C) 1999 TOMY (C) YUKE’S 


Although previous Gundam games have left us saying, “Why bother 
with yet another?” in Japan Gundam is almost a religion in itself and no 
new hardware would succeed without at least one installment of it to 
keep the fanatical happy. At least Gundam Side Story 0079 takes a 
break from the traditional anime-based Gundam games of the past, 
and instead gives us a slightly more interesting military image instead. 


Cool Boarders DC is looking very impressive, with beautiful back¬ 
ground scenery and realistic lighting. At 60 fps all the action is very 
smooth, and the courses are much more complex than before, with 
various obstacles adding much needed gameplay variation. 


(★ rnmtv .) 


pulled out all the stops to recreate that real driving 
feeling by giving players a true driving chair, DC 
steering wheel and 
wide-screen TV to fully 
appreciate their 
debut DC title, 

City Highway 
Battle. 


Yuke’s, famous for their wrestling games, bring us their 
greatest title yet, courtesy of 
Tomy, for the Dreamcast. 

Making use of a special 3D 
scanner to bring the famous 
wrestlers to life, Tohkonretsu- 
den 4 is very likely to give 
Sega’s Giant Gram a run for its 
money. 


EIGHT THINGS YOU OUGHT TO KNOW ABOUT THE TGS! - 
N0.3: COMPANION GIRLS: No TGS would be complete with¬ 
out its lovely ladies handing out flyers or telling us what 
buttons to press on the controller. This year’s prize for Best 
Companion Costume went to the Data East team (A), and 
Mika Noyama 87-60-88 (B) and the others are now fea¬ 
tured in limited edition 
Companion Girl Trad¬ 
ing cards (C). What 
next? 
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For those wishing to see the latest 
Biohazard Code: Veronica video, one first 
had to brave the terrifying Capcom theater, 
where those with weak hearts or poor consti¬ 
tutions were warned not to enter! However, the 
lackluster scenes of familiar groaning zombies 
and Claire’s puppet-like motion was no better 
the PS version. In fact, it looked even worse. Certainly, 
the high-res screen shots look great, but there was no 
atmosphere at all and at times it was just plain boring. CV 
seriously failed to live up to expectations and one is left won¬ 
dering what Capcom were thinking about when they produced this 
promotion video. Although it easily beats Carrier or Seven Secret Mansions, I’m sure most people have higher 
standards for Capcom’s premier Dreamcast title. There’s still plenty of time left, so let’s hope they set things right. 





Seven Secret Mansion’s unique con¬ 
cept is that, when playing in 2-player 
mode, the screen splits whenever the 
characters are separated. I can imag¬ 
ine how the designers thought this 
would be cool when then started plan¬ 
ning the game, but in reality it just 
doesn’t work. As the camera angle and 
control system changes back and forth 
between the two screen modes, it just 
becomes an annoying nuisance and 
distracts from the gameplay. One- 
player game recommended. 



Since we last covered Elemental Gimmick Gear, the 
game has been completed 
release. Although the 3D 
engine is OK, it is the beau¬ 
tifully hand drawn maps 
that look the most impres¬ 
sive, and while some will 
compare them unfavorably 
to the quality we’ve come to 
expect from Square, at least 
DC owners will finally have 
an opportunity to enjoy 
their own unique 2D 
action/RPG. 


(★ fflMfMMg.) 



Konami’s first DC title, Pop ’n’ Music, didn’t do very well - 
which is not not surprising, as I’m sure that most people did¬ 
n’t buy a DC to play a game that was also coming to PS and 
looked visually the same. So it’s at long last that Konami have 
given us a real DC game. Graphically, Air Force Delta looks 

great, although the 
stages look a little 
empty. It’ll be interest¬ 
ing to see how it com¬ 
pares to Namco’s Ace 
Combat 3, which, even 
on the technically 
inferior PlayStation, 
still looks awesome. 




Members of Sega’s “Dreamcast Partners” could pick up a free demo copy of 
Frame Gride, while the rest of the public had to endure some fairly long lines at 
the From Software booth instead. At the Sega booth they also had a fully net¬ 
worked version up and running as well. Quality stuff. 


EIGHT THINGS YOU OUGHT TO KNOW ABOUT THE TGS! - N0.4: 
GAME GOODS: For the game maniac, buying goods is more impor¬ 
tant than playing games at the TGS, and the first port of call is 
almost always the Square stall (B). A massive array of FFVIII, Saga 
Frontier 2 and Legend of Mana goods were soon gobbled up, leav¬ 
ing only the scraps 
behind (A). Of course, all 
your favorite characters 
were available for pur¬ 
chase, including a tradi¬ 
tional Japanese fan with 
Capcom’s Kobun charac¬ 
ter all over it (C). 

(C) CAPCOM CO.,LTD. 1999 ALL RIGHTS RESERVED., (C) 1999 KOEI Co.,Ltd., (C) 1999 HUDSON SOFT (C) 1999 BIRTHDAY. (C) 1999 KONAMI, (C) 1999 From Software, Inc. 
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Dino Crisis (PIC 5) was looking really good and just goes to 
show :hat you don’t need zombies or next-generation hardware 
to make a great game. Unfortunately, it still wasn’t playable, but 
the video tney were running at their Capcom Theater was a good indi¬ 
cation of what we can expect. All the dinosaurs were beautifully ani¬ 
mated and all the scenes we saw were full of tension and excitement as 
they came at you from all directions. 

Capcom were showing off two new games at their booth. Tron and Kobun 
(PIC 3) is a kind of side story to Rockman Dash and uses a 
enhanced Rockman Dash 3D engine. It was playable and 
looks like it could be a lot of fun. Gaia Master (PIC 4) was only 
on video but appears to 
be another card-based 
fantasy-battle board 
game, which is currently all 
the rage in japan. SFZ3 (P C 
2) for the DC was also popu¬ 
lar, and there were several 
special SFZ3 stage events (PIC 
1) throughout the weekend. 



3 




was the first time for From Software to have a booth at 
the TGS, but they were there in full force with two new 
games for the PlayStation. Echo Night 2 (shown oppo¬ 
site) is now set in a large gothic manor house and, 
although not playable, looked great on video. 
Spriggan is a 3D action/adventure game based on 
a famous manga series that was made into a 
movie last year. 


(C) CAPCOM CO.,LTD 1999 All Rights Reserved, (C) BANDA! 1999, (C) 1999 From Software, Inc. 


EIGHT THINGS YOU OUGHT TO KNOW ABOUT 
THE TGSl - N0.5: FAMOUS PEOPLE: You can 
meet a lot of big names at the TGS. Just a few 
people we met were: (A) Kaneko and Okada 
chatting on the Atlus booth about Maken 
X and Persona 2; (B) three of the Shen- 
mue voice actors handing out gifts; 
(C) Yoshiki Okamoto, the friend¬ 
liest director at Capcom 
who’ll always give you a 
lile and a wave, and 
(D) Kenji Eno, talking 
about D2. 


Although Bandai were obviously concentrating on the Wonder Swan, it was good to see that they 
weren’t neglecting their console lineup, as they had two new interesting games, coming this fall. 
Silent Bomber was playable (we’ll have a full review next month), but it’s basically a 3D action game 
where you must strategically place 
bombs to destroy your enemy. 

Countdown Vampires (shown 
opposite) is an action/horror 
game where the main plot has 
you fighting vampires against a 
time limit. It was only shown 
on video, but it has some 
awesome CG movies! 
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Ace Combat 3 Electrosphere was impressive, easily rivaling Konami’s Air Force 
Delta for the Dreamcast. Graphically, Namco are pushing the Playstation to the 
limit. The futuristic design keeps up the trend Namco started with R4 to give the game 
a stylish feel, but behind all the impressive visuals is a comprehensive game system, 
which appears to have more depth than AC2. 

Dragon Valor was mainly a long CG movie on video, but odd clips of game footage showed 
that it certainly has potential to be a big hit. Fighting the massive dragons on screen looks like 

it’s going to be a 
pretty awesome experi¬ 
ence. Exactly why Dragon 
Valor or Star Ixiom still 
weren’t playable at the TGS isn’t 
known, but with these two and Ace 
Combat 3’s release date still unsched¬ 
uled, it appears that Namco still seem to 
be deciding how to handle their 1999 lineup 
before switching development over to the 
Playstation 2. 
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Square just keep giving us more reasons to hang on to our PlayStations for as long as possible. With an incred¬ 
ible lineup of games, the Square booth (PIC 4), with a replica car from Racing Lagoon (PIC 1), pretty much domi¬ 
nated the TGS as the place to be for all things PlayStation. 

_ Most of the booth was dedicated to Saga Frontier 2, which 

eased on April 1. In that package you get a demo disk 
with playable versions of Racing Lagoon (PIC 7) and Legend of 
Mana (PICS 5 & 6), which was only just announced before the 
TGS. We’ll have reviews for all of these next month. 

The big surprise of the show was Front Mission 3 (PICS 2 & 
3), which was even playable. Set to come out this summer, this 
third installment in Square’s strategic mech warfare simula¬ 
tion series looks even better than before, with full 3D graph¬ 
ics. A few minutes of play wasn’t enough to put it through its 
paces, but it appears that a variety of new modes and game 
play features have 
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war 



(C) 1998,1999 NAMCO LTD, (C) SQUARE 



EIGHT THINGS YOU OUGHT TO KNOW ABOUT THE TGSI - N0.6: STAGE DANCERS: The trend for 
dancers on one’s booth has pretty much become the norm, although thankfully Capcom and Square 
haven’t succumbed yet. This show’s award goes to (A) Enix and their Bust a Move 2 dance group for 
a truly entertaining performance. (B) Namco, (C) Banpresto and (D) Tecmo were great as well. 
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Although towards the back of their booth Konami did 
have a wide range of other games on display, it was clear 
from the start that the biggest game they had was Dance 
Dance Revolution. Most of the booth had long rows of DDR units 
lined up ready to play, and there was even an arcade version of 
Dance Dance Revolution 2nd Mix on hand, presumably to remind 
people that a forthcoming Playstation sequel is already in develop¬ 
ment. In tune with the general theme of the booth, the main reception 
counter was also designed to resemble a giant DDR cabinet, which people 
had to step on in order to get their goodies bag. With various incarnations 
of Beatmania and Pop ’n’ Music also for the PlayStation, Wonder Swan and 
Game Boy, it’s clear that, for the time being, Konami’s consumer division is 
simply following the lead of its Arcade counterpart. 


© 


EIGHT THINGS YOU OUGHT TO KNOW ABOUT THE TGS! N0.7 - CUTE CHARACTERS: While 
the guys go after all the companions, it’s left to the sweet and adorable characters to 
appeal to the women and children. This year saw Capcom’s Kobun (A), aliens from UFO 
(B), Chocobo (C) and Mr. TGS himself 
(D) take top honors for cuteabilty! 


It’s strange how Ascii often seem to be overlooked when it comes 
to TGS show reports, but they always have an interesting lineup of 
games on display. This time they had two playable games of par¬ 
ticular note. Galerians is a 3D psychic adventure set in Earth’s 
future, where the Mother Computer has created a 
group of artificial people called the Galerians to 
take control of 
the human 
\ race. You 


play a hero who must battle against them to save mankind. 

UFO, a comical alien investigation variety game from the makers of 
Moon, has you searching for your lost friend on the planet Earth. You 
must beam down, take pho¬ 
tos of strange objects and 
report back to your leader. 


(C) 19981999 KONAMI All Rights Reserved, (C) Metro/Frame Graphics/FBI]/ENIX1999, (C) 1999 ASCII 
Corp/LOVEDELIC, (C) 1998 ASCII Carp/ POLYGON MAGIC, INC/CHIN FA KANG/ SHOU TAJ IMA 


The faithful gathered in front of a giant reproduction of a Japanese shrine 
(as featured in the Dragon Quest New Year TV commercial) to hear com¬ 
forting words from the development team that DQVII really would be com¬ 
ing out this year - maybe. There’s nothing really new in terms of content, 
and a little worrying that there’s still no playable version available. But who 
knows - when it comes out, maybe it’ll be 
ready for the Playstation 2. 

The biggest game at the show for Enix 
was naturally Bust a Move 2, but they also 
had a new SF adventure RPG called Planet 
Laika for the PS, which is being developed 
by Quintet. Also featured was the fun-to- 
play Pop’n Tanks. 
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Chaos Heat is the first of Taito’s arcade games running on their PS-based G- 
NET hardware to be ported to the Playstation. Although only on video, first indi- / Y{ 7 

H ggg. cations are that it is going to be an 

Sfc sale, so there was little else to really get excited about, 
although news just in hints at a new Psychic Force game 


Taking a break from all their horror adventure 
games, Human have decided to go for a giant robot bat- ^ 

tling game called Remote Control Dandy. In some respects 
it appears to mimic Godzilla Generations on the Dreamcast as 
your larger than life robot, towering over the city, destroys build¬ 
ings left, right and center, but this is where the similarity ends. Control¬ 
ling your 50-meter tall robot by remote control, you must battle against evil 
robots that are trying to take over the world. However, you must do so with- 

out damaging the city, as all the 
| '7 i !■■■ repair bills are paid out of your 

Wk SMMl f ' ijS 5 ■Hjrsavings! 


As the sign says, there was nothing at 
the TGS to do with the new PlayStation 2 
at all, but not that many people seemed 
to be particularly interested in it anyway. 
Most of the crowds seemed to be more 
than happy watching Urn jammer Lammy 
playing live on stage or queuing for an 
hour to get 10 minutes play time on 
Omega Boost. Is this all Sony Computer 
Entertainment have to do to match the 
power of Sega’s Dreamcast? 
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The TGS was the debut of a new 
computer game company, TYO. Pre¬ 
viously engaged in CM production 
and movie special effects (such as 
Gamera 3), they have now decided 
to turn their hand to games and 
already have an impressive line up 
of six PlayStation titles in develop¬ 
ment, one of which, Love Love 
Truck, is coming this summer. 


(★MMiMM WEMmL ) 

While true that Bandai Visual are notorious for their wasted 
attempts to capitalize on their great anime licenses, one has to 
admire them for their persistency. This 
time they’re not only giving us 
Macross VF-X 2 and Macross Do You 
Remember Love?, they also have a 
Patlabor game in development. As 
always, they look visibly stunning, but 
I wouldn’t reserve your copy until we 
find out how it plays. 





(C) 1998 TAITO CORP, (C) Sony Computer Entertainment Inc., (C) HUMAN 1999, (C) 1999 SCITRON & ART/TYO, (C) BIG WEST (C) 1999 BANDAI VISUAL 


EIGHT THINGS YOU OUGHT 
TO KNOW ABOUT THE TGS! 
N0.8 - OTHER CRAZY STUFF: 
Never underestimate the 
TGS’s ability to amaze! (A) 
SNK's stage is a massive half 
pipe. (B) Our guy in Japan 
gets his photo taken with 
Chocobo (C) Life-size Tokime- 
ki Dolls on sale at $3K fixed 
and $4« movable! (D) Cap- 
corn show off the guns in Bio¬ 
hazard and Dino Crisis. 
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(Top) Strider Hiryu, 
one of the coolest 
characters in the 
game, is a master of 
the sword. (Bottom) 
Insane combos 
embody the M Vs. C 
experience. 38-hit 
combos are only the 
beginning. 


|MlU 


dreamcast feature 


1111 


_J ^ I build expansive 3D both characters can fight simultaneously - a tech- 

jk ^ worlds comprised of mil- nique new to Marvel Vs. Capcom. Also new to the 

lions °f polygons, the game are the very cool helper attacks. These are exe- 
^ Dreamcast is pleasingly cuted by a simple press of both medium attack but- 

— T ' r ' unperturbed by the task of tons, which calls in one of 22 random secondary 

_ ^ ' \ 4 M" interpreting a 2D arcade characters who are also from the Capcom and Marvel 

.V behemoth like Marvel Vs. universe: Arthur from Ghosts ’N‘ Goblins launches 
. J Capcom. What we have an onslaught of spears; Cyclops sears the opponent 

C V A here ‘ s 3 perfect port with a bolt of energy. 

Unf * one of the most animation- All the typical Capcom fighting-game modes and 

intensive arcade fighting options exist in Marvel Vs. Capcom, but one of the 
games - a testament to the more original additions to come a long in quite some 
brawny 2D capabilities of Sega’s much-scrutinized time is the cross fever mode, in which four players 
128-bit hardware. can take control of a fighter, tagging in once a team- 

One of the more unique and widely appealing mate has bowed out. 
aspects of Marvel Vs. Capcom is the eclectic gather- With the somewhat mechanical, combo-heavy 
ing of fighters, which ranges from Marvel icons like fighting propelled by a furious pacing, it’s only fitting 
the Incredible Hulk and Spiderman to Capcom greats to watch the screen ignite with scintillating effects 
like Strider Hiryu and Mega Man. Following the and a flurry of animations as the fighters continually 
same manic fighting style found in past “Vs.” games, employ their dramatic list of moves. Whether you 
Marvel Vs. Capcom allows you to battle in teams of enjoy the flashy, somewhat haphazard style of Mar- 
two, switching back and forth throughout the vel Vs. Capcom or gravitate to a more focused, preci- 
k match in a tag-team fashion. When the charge sion-based fighter like Street Fighter, take a look at 
on the super meter has risen high enough, this game when it hits U.S. shores if only to see the 
your partner can be called in to com- Dreamcast masterfully show its 2D capabilities, i 
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While the accuracy of the Dreamcast 
Gun is slightly debatable, there's no 
debate as to the stunning graphics of 
this Model 3 conversion. You are play¬ 
ing an arcade game. 


dreamcast feature 


We’ve come a long way from the Zapper and environment to the next. Zombies leap at you from all 
v Duck Hunt. Sega’s amazing arcade-to-Dream- sides, charging in close to give you a good look at their 
N;, cast conversion of The House of the Dead 2, just gruesomely drawn textures before getting the top half 
It released in Japan, has been confirmed as a of their heads blown off in a shower of green goo. If 
domestic near-launch title, and it’s exactly the that’s not enough, you can knock off arms or put holes 
;T kind of graphically intensive, fast action game in zombie’s chests the size of basketballs. But more 
A % that can firmly ensconce the Dreamcast into the than just blasting apart enemies at point blank range, 

. i minds of potential and much-needed buyers. you’ll need to develop a keen accuracy to pick off more 
V As the second Model 3 conversion to come to distant, moving targets, especially those about to 
Dreamcast (VF being the other), Sega are dutiful- pounce on innocent bystanders. Thanks in part to the 
ly beginning to deliver on the promise of produc- brilliant design work of the original arcade team, this is 
ing perfect arcade ports. Indeed, the illusion of playing both hugely fun and massively challenging, 
a multi-thousand-dollar arcade game has never been Apart from a probable blood color switch from green 
achieved so convincingly. The frame rate in HOTD 2 is a to red, The House of the Dead 2 should remain 
constant, buttery 60, and the overall texture quality unchanged for its domestic release. It’s a strong title 
is astounding, both in its design and in the that should prove invaluable in shifting Dreamcasts 
Dreamcast’s ability to display them in shimmering during the first months of the hardware launch. And 
640x480 resolution. This is an incredible looking stopping short of giving it a final review, I’ll offer up that 
game, but more importantly, also an extremely well it’s easily the most challenging and deviously fun light 
%i designed one. gun game ever to come to a home console, and thanks 

Belying its arcade heritage, the pace of HOTD to the DC’s power, overflowing with graphical goodness.# 
2 is manic as you race from one richly detailed 


JparSS'STAPT BUTTON 




PP?SS STMT SUTTON 
; IforoiTen u 


PPl-SS STAPT BUTTON 
VroroiTca u\ 

























unsi iHan J l • • • • aaoui Ejuiuitifcix ]{••••• bcjolu ssos 





Not to be outdone by the difficulty of training, the Boss mode offers up 
yet more challenge as you perfect your boss-killing technique. Like the 
Training Mode, you earn stars for each time you successfully destroy a 
boss character. The insanity begins in the final trial of this mode where 
you must put down each boss (including the alternate patterns for three 
of the bosses) successively with no continues. When we first saw this, 
we reckoned the task to be impossible. With a little, no make that a 
lot, of perseverance, we put them all down. Only the sharpest of 
shooters will be able to even come close to finishing this mode. 


BOSS MODE 
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The Dreamcast’s futuristic light gun is a wonderfully balanced delight and 
shod with interesting detailing. Immediately noticeable is the cleverly 
placed joypad (identical the stock controller’s slightly maligned cross) 
perched atop the grip. Though its only use in The House of the Dead 2 is in 
navigating through menus, future games will no doubt make some use of the 
opportunities afforded by its inclusion. Flanking this pad are two rubber 
buttons, a “B” and “Start.” 

Lending the gun its good feel and balance is the positioning of a slot 
above the joypad. You can slide in either a VMS or a Puru Puru Pack, and 
both counterbalance the barrel nicely. And although the Dreamcast Gun 
doesn’t seem to be quite as accurate as Namco’s direct-video-sampling GunCon, it certainly works 
well enough and looks appropriately spacey. 

The only thing hard¬ 
er than The House of 
the Dead 2 game is 
the Dreamcast-exclu- 
sive Training Modes. 

Here, your shooting 
skills are put to an 
extreme test through 
ten different trials. 

Some of the more devious events have you blasting zom¬ 
bies off of a succession of fast-moving and - weaving 
cars, keeping a coin up in the air for up to 50 seconds, and 
quickly picking out the undead from the living while the 
camera whip-pans to the left. Each trial has five stages 
of difficulty, with the completion tolerances slightly 
ramped up every level. One rapid-fire trial, which 
requires you to constantly blast the level-one boss, 
strains your trigger finger to the point of seizure on its 
fifth level of difficulty. These training modes elicited 
more cries of triumph and frustration from the GR staff 
than any game in recent memory. It’s a king-sized chal¬ 
lenge, and one that rewards with game- enhancing items 
for use in the main game’s Original Mode. 
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trie dreamt rpQ is in fuu effect 

Unlike Sting’s Evolution, wiich is still uncer- nal environments. Although Climax have opted 
tain, Climax Landers is definitely on its way to to treat each area as its own separate and 
the US later this fall. Sega thdmselves will be at unique “pocket” (giant landscapes aren’t linked 
the helm of this Japanese conversion, and they together), the speed, resolution, and sheer 
appear to be dedicating a generous amount of complexity of these areas is mind numbing. The 
time and talent to the process. Let’s hope so: loading is so quick between said zones that 
Climax’ games have always done well in this you’ll barely notice the change, with the kind of 
country, and considering its enormous poten- gorgeous imagery assaulting your senses that 
tial, Landers should be no different. only Climax’s talented artists can provide. 

First and foremost, one should pay close We can’t wait to test drive this game at E3, 
attention to Climax Landers’ gorgeous polygo- where we’ll get to grips with the quest itself. ^ 


seqa of america’s first dreamcasEtTtle maUesahappearance 


When the Dreamcast was first unveiled at a Sega E3 conference at last year’s E3 
in Atlanta, Geist Force was the only American-developed title on display. The usual 
hyperbole surrounding an early technology demo was as heavy as the crushing 
southern summer air: Geist Forced looked questionably amazing, seemed to defy 
hardware expectations, and was said to only skim the surface of the Dreamcast’s 
capabilities. 

Demos for a new cutting-edge hardware are exciting, a tantalizing sneak peak 
into the next wave of gaming, but an actual game running on actual hardware is 
where the truth is finally told: Geist Force is indeed amazing. At least in theory. The 
game is still early, but it’s heading down an impressively ambitious design path. 
Spanning five enormous environments consisting of hundreds of miles of 3D ter¬ 
rain, Geist Force throws the player into a sci-fi conflict where story and furious 
action work in tandem: gamers will find themselves involved in five separate rela¬ 
tionship outcomes as they assume the role of Rook, an irascible young fighter pilot 
out to save his world and the one he loves. If the story falls into a pit of banality, 

. --— . . . — the action and revolutionary engine 

m . m will hopefully carry the game: for the 
j| -■W&r . fi rst time in a console title, the player’s 

Si b Bfip ship and environmental objects react 

* ‘ to the force given off by 3D particle 

y*yy‘ effects, which exhibit realistic physics, 

v* { Isn’t new technology grand?-.’ ’ 
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bait the hool-i Lil-ie a master ujith secja's biqmduthTishincT 

Having enjoyed huge arcade success in japan, Get Bass comes to 
Dreamcast and blesses the system with its second funky peripheral. The 
Ascii-made fishing-rod device, which features a built in rumble but no 
VMS slot, does a good job of replicating the feel of the arcade game while 
providing a good old fashioned dose of gimmickry for DC players. 

Basically an arcade perfect port, Get Bass on Dreamcast adds a Con¬ 
sumer Mode, allowing for an extended tournament style game experi¬ 
ence. The Arcade Mode is for fast thrills, as you must reach a certain 
weight by catching as many fish as possible as a timer counts down. 

Graphically, Get Bass doesn’t stretch the capabilities of the hardware to 
any huge degree, but still represents the best looking game of home fish¬ 
ing yet seen. The underwater effect, in which you can see light refractions 
moving realistically on the lake floor, is a treat, as are the well-textured 
and -animated big mouth bass models. Above water, things are looking 
good with detailed environments and rich colors. 

There are grumblings that Get Bass is too simple of a fishing game, but 
considering its heritage as an arcade title, this is not surprising. And even 
with its straightforward intentions, plenty of relaxing and sometimes fran¬ 
tic fun is to be had with Sega’s action-oriented take on big mouth bass 
fishing. It should find plenty of fans on these shores. 
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So much was veiled in mystery regarding Warp’s real-time D sequel, beautiful soundtrack, a short playable demo of the snowmobile scene, 
Although Kenji Eno’s plans appeared to be solid and ambitious - as is the first battle scene (on board the crashed plane), and a stunning demo 
the case with so many cinematic adventures - following through with of the soon-to-be-infamous cabin scene. 

such bold intent tends to be too demanding. Well, based on the D2 After witnessing these three levels/scenarios, it’s clear that Kenji Eno 
shock demo included with Warp’s Real Sound 2, it seems as though our (for all of his apparent public ego) is a brilliant director and incredible 
worries were completely unfounded. musician. The cabin scene, more than any, demonstrates his mastery 

The D2 shock demo includes a tiny, classy sound test of D2’s glorious, over the real-time camera. The full game could be a horror masterpiece.^ 


nicin speeds of cart racinq came to oc 

We’ve said it before, and we’ll say it again: the games make the system. Sega are 
already padding the Dreamcast launch with key titles across multiple genres, with Super 
Speed Racing carrying the weight of the racing category. 

In a mountain of visually dazzling titles vying to attract gamers’ attention, Super Speed 
Racing is certainly not one of the more impressive Dreamcast offerings, but what it lacks 
in pizzazz it attempts to make up for in gameplay. Fast and immensely playable, this 
entertaining CART title eschews the complex physics found in this style of racing for a 
more arcade-like feel and pacing. Damage to the cars can be 
turned on or off, but whether in Arcade or Championship mode, 
the handling of these powerful machines is meant to be tight and 
forgiving, appealing more to a casual racing fan. 

Spanning more than 18 authentic courses traversed by many of TrWr 

the well-known CART competitors, Super Speed Racing pits 27 HP*’ ffi 

cars on the track at once for plenty of white-knuckle racing. A 
wealth of options exist, from the tweaking of the cars to the time 
of day, weather, and lap length. With solid, basic mechanics and I 

a competent engine, Super Speed Racing should make for a _ 

pleasing launch title this September. M’ HHhHb 
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merqeci uuitn unique camera anqies and special effects 


because it cannot trace the specific characteristics of the organism. In other 
words, the element of surprise is heightened by the fact that you can often detect 
the enemy - but not always. 

If you’re going to be blasting away Ark’s hordes, it’s time for us to go over Car¬ 
rier’s weapon system. Only four weapons will be made available to Jack over the 
course of his mission on board the Heimdal: A hunting knife, the E.H 9-mm hand¬ 
gun, West Cobra machine guns, and TNT-based T-7 bombs. Most of the monsters 
you encounter cannot be knocked down with a knife and a flick of the wrist. What 
you need to do - and it’s the most efficient way of eliminating monsters - is to set¬ 
up a T-7 bomb while defending yourself from the hordes by using the handgun or 
machine gun. Since the bomb detonates in a just few seconds, you have to keep 
out of the explosion radius to avoid injury, while still luring the creatures into its 
midst. These valuable bombs can also destroy walls, leading to new areas. By 
combining the use of comparatively ineffective guns and hyper-effective bombs, 
Jaleco is attempting to provide thrilling, strategic battles against the monsters. 

Jack’s only other advantage will be the five other NPC team members that com- 

- municate and interact with you 

throughout the mission. They are 
each proficient in various military 
fields, and without their help you 
can’t complete the game. Ah, but 
Ark is a powerful entity in control of 
everything on the ship, so you might 
have to fight monsters disguised as 
your own team members! We’ll have 
even more Carrier information soon, 
including news on a possible U.S. 
translation in the works. ^ 


jaieco add a neuu tuuist to tne qenre 

■ aleco’s Carrier is the story of Jack, who and its considerable and sinister energy. 


J alecos Carrier is the story of Jack, who 
defies a mysterious entity called “Ark” 
that has taken over an advanced military car¬ 
rier called Heimdal. On board the ship, play¬ 
ers will have to overcome unknown carnivo¬ 
rous plants, innocent crew members trans¬ 
formed into moaning zombies, and the enig¬ 
ma surrounding both the vessel’s take over 
and the disappearance of Jack’s brother. 


Countless innocents must be destroyed, and 
this injustice cannot be tolerated. Lastly, you 
can’t trust anyone on the ship because in 
addition to merging with the crew, the 
enemy force can also manipulate practically 
any other intelligent organism. 

To find out if you are dealing with the force 
of Ark, Jack’s most useful tool is a modified 


Carrier is a pure horror adventure game Scope that enables you to see “through” the 


that emphasizes the dramatic effects of fear. 
Three crucial (yet basic) stage effects are 


enemy to determine if it is evil or not. You 
can also use the Scope to see through walls 


included in the game: First of all, you will be to find hidden corridors, items (like security 


alone in a terrifying aircraft carrier in the 
middle of the ocean without assistance from 


cards, etc.), or entry points. However, the 
scope is not necessarily the perfect tool to 


the outside world. Secondly, you feel as if view precisely what you are dealing with; 
you are not only fighting a very physical sometimes, depending upon creature type, 
enemy force but also the power of the Ark the scope cannot detect the enemy within 
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N ewly formed Agetech have already acquired an impressive quiver 
of Japanese wares for there first year as video game publishers. 
Especially exciting, of course, is the amazing R-Type Delta, which 
takes PlayStation shooters to new heights. From Software’s Ecco 
Night is also highly acclaimed. Maybe they’ll buy Hermie... 


Irem's R-Type Delta is one of the best-looking 2.5D shooters ever 
to be released, and thanks to Agetec, on its way to the States. 
Intricately constructed levels and big weapon effects conspire to 
produce this shooter fan's delight. Even better than the scintil¬ 
lating graphics, however, is 
that this still feels like an R- 
Type game - a greatly 
enhanced one mind you, 
but the classic feeling is 
there. You've still got the 
Option pod and the bits, 
but now you have different 
ships to choose from, each 
with a unique main 
weapon and appearance. 


risinci zan 

Zan is trained by Ninja mas¬ 
ter Suzuki after a squad of 
Ninja’s slice and dice him, his 
dad, and the town from whence 
he rode. Vowing revenge, Zan, 
gun in one hand, sword in the 
other, takes out after them 
gosh-dern Ninjas to bring jus¬ 
tice back to the west. After an 
extended training stint in which the game’s many tactics are 
exemplified, Zan takes to the dusty streets and opens up a can of 
whoop-ass on all manner of Mad Max-style Ninja thugs. As the 
game progresses, the many tactics Zan learned in training will 
come into play. From UEP systems (makers of the original Cool- 
boarders), Rising Zan is gaming’s first spaghetti western. 


niQtit 


From Software’s atmospheric 
Ecco Night is getting a shot at 
stateside stardom. In this 
adventure game, players will 
embark on a mysterious jour¬ 
ney back in time to learn the 
secrets of their father’s past 
life. Look for great visual 
variety here as you’ll get to 
travel across three different 
eras in history on your quest. 
An old fashioned casino, 
subterranean mines, a ghost 
ship, and an ancient castle 
are just some of the loca¬ 
tions you’ll traverse. Over 50 
mini-games and puzzles 
await in this 3D adventure. 


shadow tower 

Resembling the style and atmosphere of the King’s Field 
series, Shadow Tower is a first-person action/adventure title 
that is wisely searching for heavy ambience through its creation 
of a dark, medieval world. Descending what might be described 
as an inverted tower, the player penetrates deeper and deeper 
into dungeon-like pits, meeting up with a host of creatures. 
When an enemy is encountered, it’s logged in a journal and can 
then be confronted in 3D battle areas, turning the game into 
a Tekken-like fighter. 


Historically, fishing games have 
proven to be surprisingly popu¬ 
lar, as players really seem to 
enjoy casting out in the comfort 
of their own homes. Agetec are 
poised to satisfy this market 
with Bass Landing, a game that 
promises to provide a very 
realistic and fun game of fish¬ 
ing, with massive lakes to 
choose from and tons of dif¬ 
ferent fish to catch. To be 
included is a dedicated fish¬ 
ing controller for the ultimate 
1 in couch casting. Look for a 
review and a hands-on test of 
their fishing controller in an 
upcoming issue. 
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The PlayStation 2 will undoubtedly be the conver¬ 
sation piece of this year’s E3, but before we all get 
excited over a system that’s over a year away, let’s 
not forget the PlayStation is alive and very, very 
well. Here is just a glimpse of what’s to come. 


wibwbk 


Whether you loved Crash 3 or not (but 
you gotta’ love him), there’s no arguing 
that the winsome bandicoot is a pre¬ 
mium that deserves to show up 
outside of his familiar stomping 
grounds. And here he is, in 
his first combat 
racek We can’t 
wait for this one. 


Stunted by a 
poor frame 

rate, the 
release of Tiny 
Tank was halt¬ 
ed to make 
time for necessary 
improvements. Now 
Sony is taking the 
facetious tank 
under its wing to 
fully realize the 
game’s great 

premise. 


Specter the ape 
leads his fellow 
imprisoned 
baboons on a 
bold zoo 
escape. To quell 
the uprising, 
you must master a wealth of unique play mechanics 
and find your way through 7 worlds, in the first 3D 
action/platformer to fully utilize Dual Shock. 


Hail mm 
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One of the best-looking and -playing 
3D action/platformers of’98 is return¬ 
ing with 30 new worlds for the endear¬ 
ing Spyro to explore. In his first out¬ 
ing, Spyro primarily glided and fire- 
breathed his way through the gor¬ 
geous levels, but now he can swim, 
climb, super-charge and ground stomp 
for a much more involved experience. 
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Take to the trees, tame the elephants, swim in beautiful 
pools of water and explore the depths of vast jungles as 
the young Tarzan matures from a vigorous youth to a 
fearless adult. A number of gameplay scenarios take 
Tarzan through the 14 environments as he battles 
indigenous creatures. 
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B orn in Japan and opportunely transplanted to American soil by 
Crave Entertainment, the beautiful and original Jade Cocoon is the 
next offering in the ballooning list of role playing games vying to carry 
the PlayStation into the final chapter of the 32-bit era. 

Those who have played the import version of Jade Cocoon can attest 
to its striking visual presence. Like the great Final Fantasy VII, the 
game’s world is displayed by detailed prerendered backgrounds that 
create an imaginative, wonderfully involving atmosphere. Grounded in 
an exceptionally ethereal quality, the look of Jade Cocoon is under¬ 
pinned by the character design and art direction of Katsuya Kondoh, the 
renowned anime artist whose works include Kiki’s Delivery Service, My 
Neighbor Totoro and Princess Mononoke , the highest grossing Japan¬ 
ese film of all time. To heighten the story 
telling, Kondoh has also lent his richly unique 
style to form remarkably detailed anime cut 
scenes. 

Placed within the familiar confines of RPG 
storytelling, Levant, the young boy forced to 
contend with the crushing weight of a tumul¬ 


tuous world, must venture outside his village and do battle with a host 
of monsters lurking in the outlying woods. It is in these confrontations 
that the game moves into the most original territory, drawing combat 
strategies from a summoning system. Known in the game as a cocoon 
hunter, Levant can incapacitate the enemy with the magical song of a 
flute, imprisoning it in a cocoon. Once the cocoon has been purified, 
the monster can be released into battle as a key source of offense. 
Most enemies Levant faces possess one of the four elements of fire, 
earth, air and water, and, of course, to leave a battle victorious, effi¬ 
ciently understanding a property’s strengths and weakness is para¬ 
mount. To breed more powerful and unique creatures, captured foes 
can be combined in countless ways, thereby altering specialized attrib¬ 
utes and abilities accordingly. 

Though the preview of Jade Cocoon afforded 
only a distant glimpse into its mystic world, 
what little I saw bred a supreme anticipation for 
the final English translation. If first impres¬ 
sions really do matter, Jade Cocoon will be the 
surprise companion to Final Fantasy VIII.# 
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Nintspin 


P ulling yourself up from a pool of 
your own blood, you are forced 
to listen to the thugs who beat you 
I down as they spout out the cruel rea- 
I son why they didn’t just bury your 
I sorry ass. In no uncertain terms - 
■ while making sure to include many 
® politically incorrect ones - thug num¬ 
ber one explains that you’re alive so 
that the memory of this beating will haunt 
you. Defying the gods of gravity and com¬ 
mon sense, you raise to your feet in a daze 
and locate a pipe within a seeping cloud of 
thick fumes, oozing from a neighboring 
garbage bin. As you regain conscious¬ 
ness, you vow to kick the “ahem” out of 
your assailants, and relieve yourself on 
whatever’s left afterwards. 

This is how Interplay’s ingenious gans- 
ta-tale begins. With you at the bottom of 
the underground ladder, you can only 
descend deeper into the depths of lawless 
luxury. Kingpin: Life of Crime is a no- 
holds-barred drive-by on the increasingly 
stagnant first-person shooter market. 
Foul language, fouler residents, and the 
combination of stereotypical African- 


American and Italian-American slum life 
create quite a different look from Quake 2, 
the game Kingpin borrows its amazing 
engine from. 

Xatrix Entertainment have utilized id 
Software-created engines to produce 
quality games in the past, but they have 
gone all-out for this “OG” title. COOL look¬ 
ing models (burly, vascular men $nd skank 
babes), advanced Al (enemies fight 
together and call for help when hurt), an 
advanced dialogue system where you can 
make friends or enemies with a few simple 
cuss words, and a thoughtfully tendered, 
graffiti-laden slum environment are all 
here for the taking. A violent mob-story- 
style plot that encourages an overdose of 
rampant gunfights (leaving gun-hole-rid¬ 
den and sometimes dismembered carcass¬ 
es) and fast life-and-death decisions are 
yet more examples of the game’s high 
points, but the final nail in Kingpin’s coffin 
of greatness is the acquisition of he musi¬ 
cal mad-skills of the infamous Cy Dress Hill 
who lay-down the suppressing urban 
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developer funcom • publisher infogrames • available spring 
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nates from the magical orbs in your posses¬ 
sion or from the occasional magical item. 

Based on our short demo, the story appears 
to be quite enthralling. As David, you set out 
to save your wife from a diabolical and deadly 
archmage named Silver, after she is rounded 
up along with the rest of the town’s ladies for 
the unnatural selection of Silver’s next tor¬ 
mented bride. Along the way you lose your 
trainer and grandfather to the leather-skinned, 
lizard-voiced Fuge, Silver’s cursed heir, and 
learn of another regrettable product of the 
necromancer: an apocalyptic plot to rule the 
world. But our high-strung hero will have none 
of this tomfoolery and sets out to reprise an 
ancient prophecy. By obtaining eight enchant¬ 
ed orbs, he will be blessed with enough 
immortality to battle Silver on equal ground. 


T he modern RPG, with prerendered back¬ 
grounds, super-deformed characters, and 
epic plots, was born and scientifically engi¬ 
neered by the alchemists at Square. However, 
whenever a benchmark title enjoys the kind of 
success that Final Fantasy 7 did, the game 
design quickly becomes a new canvas for 
other developers to paint, in an attempt to 
whew the newly established audience. It’s the 
nature of any industry. 

Silver, developed by esteemed Hollanders 
Funcom (Dirt), is an epic role-playing adven¬ 
ture built somewhat on the impressive FF7 
framework (polygonal characters among pre¬ 
rendered bgs), but the characters at work here 
are more sophisticated and the battles are 
real-time rather than turn based. To compete 
favorably with the substandard PC version of 
FF7 (I suppose), Funcom have created a fluid¬ 
ly animated epic filled with natural sounds and 
visual realism in a European-style sword and 
sorcery universe. 

The real-time battles are handled by a 
mouse and keyboard system in which the 
mouse manipulates the hands of one of your 
party’s characters, and spell-casting origi¬ 


It « »ecreeJ> th*t .Of women of chilf> 
bearing age will l>c taken before 
The ewptror Silver. 10 that Iv mat, 
thooir * new wife 













































































developer red • publisher atlus • available july 


playstation preview 


H ere we are again, on the brink of yet another memorable RPG for the PlayStation. As its nearly five-year 
reign closes in on legendary status, we have yet to embark on such inspired role playing sagas as jade 
Cocoon, Suikoden ll, Final Fantasy VIII, Saga Frontier 2 and, of course, Thousand Arms-Atlus’ most ambitious 
U.S. localization in their 10-year history as a U.S. publisher. Before they acquired Thousand Arms, it was in 
the hands of distinguished Japanese developer Red (Bonks Adventure, Super Tempo, Sakura Taisen) for near¬ 
ly three years. Clearly, when Red set out to make Thousand Arms, they set their sights on creating a truly 




TA’s masterful conversation engine. Exaggerated overworld 
characters become fully animated during key confrontations. 
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memorable and unique role-playing experience. Still, even 
when a concept is this fresh, the knowledge that the game 
you are embarking on will not be in gamer’s hands for some 
three years from its inception must be difficult to ponder. But 
Red’s investment has paid off, evident the moment you hear 
the inspiring J-Pop theme by Ayumi Hamasaki accompanied 
by one of the most moving RPG overtures I’ve seen and heard 
since the old Wolfteam days (“Game creative staff, 

Wolfteam”). By combining beautifully realized polygonal 
environments with super-deformed anime-style characters 
who spring to life during the game’s 12 hours of spoken dialogue. Red have cre¬ 
ated a look that is on par with Xenogears and Grandia, while unique to both. The 
battle system, reminiscent of a turn-based Guardian Heroes, melds hand- drawn 
bliss with vibrant polygonal environments and impressive spell effects for a 
thoroughly unique look and feel. Integrated throughout, the anime sequences 
alone must have taken the better part of a year to complete, and are stunning to 
behold. I can’t remember the last time I saw original anime clips this refined for 
a video game. 

Red didn’t stop at the visual presentation, though. They have also created a 
unique battle engine and leveling-up system called “The Meister System.” 
Rather than gaining experience through hit points (HP), you are able to endow 
weapons with elemental characteristics, and through chance encounters, you 
will learn special attacks and spells. From top to bottom Thousand Arms looks 
to have everything it takes to break into the big time. The only element left to 
chance is the story, which I cannot yet critique since the game is still pretty much 
all in Japanese. But judging by the looks on Meis Triumphs face (now there’s a 
name for a lead character!) the drama should be overflowing, f 




5IU-IE>| XDOOf 





























NO ONE EVER CONQUERS IT. 
IT'S A MATTER OF 
SURVIVAL. 


oT) 

PC 

CD 






Rom 


PlayStation 


INFOGRAMES 


Infogrames Multimedia 1999. All rights reserved. Developed by Eutechnyx' 











I’m man enough to admit it... I watch the WB. Batman Beyond, assorted toons, and of course Xena the queen of Medieval (once in awhile) just to scope out 
Lucy Lawless’ latest apparel or lack thereof. And so it is with much anticipation I await the PlayStation game that bares the same name. Now personally, I envi¬ 
sion a Xena game coming off better in luscious hand drawn 2D, although it seems that 989 studios are doing a fine job following every curve of Xena’s taut frame 
in 3D. Remaining true to the series the gameplay in Xena promises to combine elements from fighting and adventure gaming. So besides galavanting across the 
magical terrain hacking and slashing her prey, Xena takes the time to stop and strategically slice them in to piles of quivering stew as well. Strategic defense 
maneuvers also come into play as Xena possesses skills that put the enemy down but don’t kill them. Through this technique she is able to build “Karma points” 
which can be used to master new moves and gain power-ups. 

With seven vast worlds to explore and over thirty tech¬ 
niques to master Xena seems ready for gamedom. The shots 
pictured, supplied to us by 989, seem to depict only boss 
encounters and I must say they look pretty impressive. We 
haven’t actually seen the game in action however so you’ll 
have to wait until next month’s E3 report for information on 
how Xena plays. Xena is currently due to roll in to stores this 
August. While we’re on the subject, the Xena action figures are 
intense. Check ‘em out. \ 


iDEmauTion rrcer 

DEVELOPER: Pitbull Syndicate PUBLISHER: Accolade AVAILABLE: Summer 


DEVELOPER/PUBLISHER: Accolade AVAILABLE: Summer 




Demolition Racer is 
Accolade’s hot newcom¬ 
er in the action-racing 
genre. Following their driving suc¬ 
cess with Test Drive 4 & 5, Pitbull 
Syndicate are once again in 
charge of development, this time 
using a modified Test Drive 5 
engine to bring promising concept 
into polygonal reality. 

The solid engine is now used 
for displaying level struc¬ 
tures like the Bowl and Pit¬ 
bull Syndicate have gone in 
and adapted it to display a 
wide range of animated car 
damage as well. Exciting 
stages, Tommy T. and Fear 
Factory in charge of sounds, 
and tons of modes are just a 
few of the aspects working 
to ensure that Demolition 
Racer boasts nothing less 
than excellent results. ^2 



Slave 
Zero is 
primed to 
be a huge PC and 
Dreamcast title 
from Accolade. By 
combining an 
insane level of 
detail and well- 
orchestrated 
action scenarios, 
this is a serious 
mech game 

deserving of your 
attention. 



One characteristic of Slave Zero that comes across amazingly well is the 
scale of the environment in relation to your mech. Slave Zero is 65 feet of 
mechanized power, and this proportion is conveyed to great effect as you 
pound your way through massive environments: Huge objects will become 
playthings for your well equipped one-Mech army. 

This effect is brought to the senses thanks to the impressive, all-new Ecsta¬ 
sy Engine. Slave Zero 
itself is really well 
modeled, environment 
mapped, gouraud 
shaded, multi-tex¬ 
tured, and adaptively 
animated. Just wait 
until you see the huge 
bastard jetting 
around, grabbing, 
launching into the air, 
hoisting huge objects 
as if they were light as 
air. It’s a sight! ^ 
























































































































































































I Plav5tation Inrp^mractl ISl-Jlll 


Rom 


Playstation ■ Dreamcast 


III; 


DEVELOPER: Id PUBLISHER : Activision AVAILABLE: May 

You can literally hear keyboards around the country trembling in 
anticipation of probably the only game that can unseat the almighty 
Quake II as the king of Deathmatch. Yes kids, it’s Quake III Arena. 
To hear it from id CEO Todd Hollenshead, “Quake III Arena is the greatest 
Deathmatch game [we] have ever created.” Normally, that comment would be 
considered a load of empty hyperbole, but considering the indisputable evi¬ 
dence that is Quake II, said 
comment only makes the 
wait that much more 
unbearable. 

Apart from the sure-to- 
astound Deathmatch and 
massively upgraded 
graphics featuring curved 
surfaces, specular lighting, 
and the most advanced 
dedicated 3D support, Qlll 
also features reportedly 
stunning Al. The one-play¬ 
er game is said to 
feel like a live 
Deathmatch, with 
computer-con¬ 
trolled characters 
reacting like sen¬ 
tient, hard-core 
players. The proof 
will be in the pud¬ 
ding, but I’d pre¬ 
pare for some of 
the best fps action 
ever if I were you.-8 c 


V/GfLflnTE 8 CJFFETTSE 

DEVELOPER: Luxoflux PUBLISHER: Activision AVAILABLE: Fall 

Many a gamer is drooling right now, in anticipation of this poten- 
tially MASSIVE sequel to one of the finest vehicular combat game 
PtoYSIall ° n ever conceived. The biggest news of all, however, is that V8: Second 
Offense is not only in development for the PS and N64, but also the Dream- 
cast. 

Even as this is being written, Second Offense is being outfitted with entire¬ 
ly new and original off-road arenas based on strange US locations. Inside 
sources have said that the terrain engine looks amazing on DC, flying along at 
6ofps in stunning 640x480 high res. We should expect profound enhance¬ 
ments to the all-new vehicle models and terrain on PS and N64 as well, and 
yes, it will support Nintendo’s 4 Meg Pak again (hopefully with better frame 
rates this time!). Now, 
the only question that 
remains is whether or 
not Luxoflux will be 
given the go-ahead to 
include an on-line 
option for DC gamers. 

Activision would be 
foolish to ignore such 
an obvious opportuni¬ 
ty... You can count on 
GR for huge coverage 
ofwhatissureto bean 
awesome game. ^ 
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DEVELOPER: Paradox PUBLISHER: Activ ision AVAILABLE: Summer 

Oh, this is rich! I 


In Wu Tang, play¬ 
ers get to play as 
any of nine clan members 
including RZA, Method 
Man, and ’01 Dirty Bastard! 

Whew! Hot damn! I’ve been 
waiting for a rap-inspired 
fighting game. Hey, maybe 
they’ll package this game 
with Pepsiman, and 
include a coupon for the 
upcoming Taco Bell Chi¬ 
huahua adventure! The humanity. Corporate America has found gaming and the 
numbing prospects of the mainstream are creeping in. Oooh, gives you the 
chills, doesn’t it? Oh, what the heck, maybe the game will actually play well. 

Alright, here’s the press info du jour. Each of these, uh, Wu Tang dudes has 
his own unique brand of Kung-Fu fighting moves. You (the player) must master 
these skills, both offensive and defensive, to block and counter, so as to not 
lose and thusly be greeted by the phrase game over. Diverse locations from 
Staten Island and New York and all the way to mythical China will provide the 
backdrop for the progressive story mode that pits players against an evil rival 
force (East coast vs. West coast!) challenging them (you) to acquire the skills to 
master the coveted “36 Chambers.” Honestly, all sarcasm aside I know this 
engine, and this game will very likely be very, very good. How could I resist? f 
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DEVELOPER: Nihilistic Software PUBLISHER: Activision AVAILABLE: Fall 

White Wolf 
Publishing’s 
long running 
pen and paper Vampire 
role playing game is 
entering the realm of 3D 
with Vampire: The Mas¬ 
querade - Redemption. 

Developers Nihilistic 
Software (some mem¬ 
bers of which were 
responsible for Jedi 
Knight, Descent, and 
Requiem) are attempt¬ 
ing to recreate the traditional role-playing-game experience on a “digital table 
top” with the use of a simple mouse-only interface and advanced 3D engine. 

Vampire: The Masquerade - Redemption follows the exploits of one Christof 
of Romuald, a medieval knight of Prague. This action/role-playing feast spans 
eight hundred years and four different cities, including New York, London, and 
Vienna. Underlying the action will be an engrossing story said to be up to the 
standards set by White Wolf Publishing’s highly regarded World of Darkness 
series of fiction. With its accelerated 3D graphics, scads of NPCs to interact 
with, challenging puzzles, and multiplayer options, Vampire: The Masquerade 
should garner serious attention as its fall release draws near. 
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DEVELOPER/PUBLISHER: Rockstar AVAILABLE: August 
Rockstar to the rescue! As one of the world’s biggest Earthworm Jim fans, I 
am happy to report that the spineless one is doing just fine in all of his wormy 
3D goodness. Take 2’s Rockstar division has taken over for Interplay as liaison 
and publisher for VIS’ 3D worm caper, and according to the Rockstar’s Tricia 
Grey, the worm never looked better. The game now destined to be 
released in August, the team behind EWJ 3D (Scottish lads they are) 
have had plenty of time to ensure that all three incarnations of Jim hit 
pay dirt. You know the story... After a cow falls on Jim’s head he 
becomes trapped in his own twisted mind, and in order to escape, 
must outwit his own insane brain... Slay those demons Jim! (Remem¬ 
ber that worms are hermaphrodites, and can reproduce themselves, 
so things could get very strange, very fast). Here’s what Rockstar have to 
say about the game: “As you can probably tell, Earthworm Jim 3D is not your 
typical bouncy, bouncy save a princess/the world/your sister kind of game, 
where everything is merry and bright, it’s flowers and candy all round before 
wandering off into the sunset. No! Not this game. Earthworm Jim 3D is more of 
a Twin Peaks kind of affair. There are some seriously nasty things going on 
which are your fault (hey, it’s your mind). If you fail then you’ll spend the rest of 
your miserable life as a bitter, mindless wreck of a worm, living on the streets 
begging for change and raking through dumpsters for stale pizza 
crusts.” Bitchin! I love pizza crust! f 




ORRHSTOHE 

DEVELOPER: DELPHINE PUBLISHER: TAKE2 AVAILABLE: SPRING 

From the people who brought you Moto Racer and Fade 
to Black, Delphine Software, comes Darkstone, a strate¬ 
gy/action RPG for the PC and PlayStation with a brutally 
cool medieval guise and stunningly detailed characters and environments. 
You’ll enter a tortured medieval world where you’ll be charged with bringing 
down the merciless Drakk and his hellish domination of Earth. The rat bas¬ 
tard! With two characters at your com¬ 
mand in this unique RPG, and a char¬ 
acter creation mode, you must bring 
together seven magic crystals to 
empower the mystical Orb and con¬ 
quer Drakk. For replayability's sake, a 
Quest Generator creates a unique 
quest at the beginning of every new 
game, which features over 30 levels 
per quest! Full camera control has 
been implemented, a training mode, 
along with hordes of weapons to 
bludgeon the game’s vast assortment 
of hellish minions with (over 80 in all). 

It’s all network and internet savvy 
for your online pleasure and is 
designed to exploit 3D accelerator 
cards (compatible with D3D boards). 

PC version only, of course, f 


mansTER trucn e*i 

DEVELOPER: EDGE OF REALITY PUBLISHER: ROCKSTAR AVAILABLE: WINTER 
Having thoroughly 
enjoyed the game on PC, 
even though I detest PC con- 


*1 


trols, I’m pretty excited about Rock- 
star’s newly devised N64 version. 

Here’s the skinny on MTM for the 64... 

MTM 64 is not just another “racing 
game,” confined to a race track, loop¬ 
ing round and round... A maximum 
action game for up to four players that 
captures the thrills of racing the 
largest, most ferocious vehicles in the world, Monster Truck Madness 64 takes 
racing games off-road and cross-country. The game has been created espe¬ 
cially for the Nintendo 64 and takes full advantage of the 64’s analog con¬ 
troller and graphics hardware. The physics engine has been written specifi¬ 
cally for the game, giving it handling 
characteristics that are both realistic 
and immensely playable. The huge 
arenas have been created to encour¬ 
age exploration as well as provide 
pure racing thrills. Loads of power- 
ups and hidden areas can be found in 
each arena, and anything you run 
into on the landscape can be bent, 
broken, damaged or just run down. 
Sounds good, eh? More soon... \ 
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Mr. Norimasa Hirano makes plans 
for E 3 as SNK prepare for the 
American launch of the Neo Geo 
Pocket Color. 


Penetrating the GameBoy-dominated 
hand-held market is a daunting task, 
but with their Neo Geo Pocket Color, 
SNK are poised for the challenge. Mr. 
Norimasa Hirano, Chief, International 
Department, discusses SNK's newest 
hardware as well as their future pro¬ 
jects. 

GR: When did you start development 
of the Neo Geo Pocket (NGP)? 

NORIMASA HIRANO: We started plan¬ 
ning in summer of 1997, but actual 
development started at the beginning 
of 1998. 


Why did you decide to create the NGP? 

Up to now, the Neo Geo has been mainly for what you could call the core 
users. From now on we want to widen the appeal of Neo Geo to a wider 
range of users. 


What will happen to the monochrome NGP now that you have released 
the color NGP? 

For North America and Europe we will only be concentrating on the color 
version, but for other countries, such as China and India, we will mainly 
market the cheaper monochrome NGP. 

Did you plan for the color NGP to be sold so quickly after the release of 
the monochrome version? 

After the release of the Game Boy Color in November, the monochrome 
hand-held game market quickly shrunk in size, so we had to release the 
color NGP much earlierthan we had originally intended to. Of course, once 
information about the color version was known, sales of the monochrome 
version dropped even lower as most people who wanted a NGP saved their 
money and waited for the color version. In addition, the monochrome 
Wonder Swan from Bandai has now been released, so we want to get 
ahead in the color market before them. 


Do you consider the Game Boy as a serious rival? 

Certainly it has a large market share, but the Neo Geo Pocket's target user 
is slightly different to the Game Boy user. First of all, we released the Neo 
Geo as a cartridge system. It was expensive, but the core user who liked 
fighting games bought it. However, because it was so costly, we made the 
Neo Geo CD, which enabled more users to buy it. By then porting our Neo 
Geo games to the PlayStation and Saturn we were further able to appeal 
to the general gamer. Our strategy is first to get the core user, then we 
move out to the general gamer. At some point in the future we will com¬ 
pete against the Game Boy, but at the moment it doesn't have any influ¬ 
ence on the Neo Geo Pocket. 


days before the TGS. Since both SNK and Capcom have many very popu¬ 
lar fighting games, the possibility of creating a dream match between our 
characters is not only exciting for the players, but an interesting project for 
the creators as well. 

Your press announcement didn't reveal many details about the game. Is 
there anything you can tell use about it? 

At the moment there are no plans for an arcade version, just a Neo Geo 
Pocket version, so all the development will be done by SNK. At this stage 
we haven’t decided which characters will appear in the game, but as far as 
SNK is concerned, any character from any of our games has a possibility 
of appearing. Provisionally, there will be two SNK vs. Capcom games. The 
first one will be a card battle, because at the moment, this is a very popu¬ 
lar genre in Japan. Then after that there will be a proper fighting game. 

How many of the other SNK NGP titles are actually being developed by 
SNK? 

Around 80 percent of these games are being programmed by us. The oth¬ 
ers are being programmed for us by third-party companies. 

In order to create so many NGP games, have you increased your devel¬ 
opment staff? 

We have taken on new staff to create NGP games, but we have also trans¬ 
ferred some people from the arcade R81D to work on some of the NGP titles 
as well. 

Is that the reason why you've reduced the number of arcade releases 
recently? 

To a certain extent that’s true, but that’s not the only reason. Although 
both the arcade and NGP markets are important to us, at the moment the 
arcade sector is suffering a bit of a market decline because many users are 
now playing on home consoles instead. As a result, the operators can’t 
afford to purchase so many new games, even if they wanted to. So for us 
it makes sense to concentrate on the consumer market for the present. To 
tell you the truth, we have arcade software titles waiting, but the opera¬ 
tors aren’t buying two or three titles at a time like they used to; now they 
only want one title at a time. This situation isn’t just for SNK, it’s for all 
arcade game manufacturers. However, our key titles will still be released 
on time. KOF has now become a special event for us as both the operators 
and the players know that it’s coming each summer. They’re all looking for¬ 
ward to it. We’re developing that right now, as well as Metal Slug 3. 

Although we all had high hopes for the Hyper Neo Geo 64 (HNG64), we 
haven't seen many titles released on it. Why is this? 

One of the main reasons for this is cost. Of course, there are higher devel¬ 
opment costs for us, but the operators also incur extra costs as well. Com¬ 
pared to our 16-bit hardware, it is more expensive. And although HNG64 
games may be more profitable for us, if the operators can’t make enough 
money from them, then in the end we suffer as well. 


At your NGP private show you announced a lineup of around 100 titles for 
this year. Do you think this is really possible? 

Certainly. In fact, we could easily produce over 100 titles this year if we 
really wanted to. However, that would be over 10 titles a month, and most 
people couldn’t afford to buy anywhere near that many even if they were 
available. 

Your announcement of SNK vs. Capcom for the NGP at the Tokyo Game 
Show took everyone by surprise didn't it? 

We only finally agreed with Capcom to go ahead with this game just a few 


Now that you've announced that you're developing for Sega's Naomi 
board, will you still continue to produce new HNG64 games? 

That’s one of the areas that we’re a little uneasy about, as this is what 
some of the operators are worrying about. However, having gone to the 
trouble of creating our own 64-bit hardware we’re not going to just give up 
developing for it. Even now we’re working on a brand new original fighting 
game called Buriki ONE for the HNG64, which will probably come out as a 
spring title. We still have hundreds of thousands of 16-bit Neo Geo boards 
around the world that we’ve been supporting for over 10 years now, and 
we’ll do the same for the HNG64 as well. 
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When SNK first announced the Hyper Neo Geo 64 it was thought by 
everyone that eventually you'd release a home console version as well. 
Is this still a possibility? 

Currently we have no future plans to create a new home console. 

Without your own HNG64 home console, you've decided to port your 
HNG64 titles to the Playstation instead. Do you have any specific plans 
for your porting strategy? 

We chose to port Fatal Fury Wild Ambition first, because SNK’s 16-bit fight¬ 
ing game history began with the Fatal Fury series. However, we do have 
plans to eventually port all our HNG64 titles that we’ve done up to now. 
As for future HNG64 titles, I can’t really say anything. Maybe we will, 
maybe we won’t. 

Other than just porting your hardware titles, are you still developing 
original titles as well? 



(A) Athena - Psychic Adventure 
(PlayStation); (B) Buriki One - 
Fighting Action (Hyper Neo Geo 
64); (C) Koldelaka - Fantasy Horror 
Role Playing (Playstation) 



Yes, we’ve just released Athena 
and are planning more new 
original titles. 

What ever happened to the 
team who produced Samurai 
Spirits RPG? 

For that project we tried for the 
first time to create an RPG. It 
was also our first attempt at an 
original home title. In this 
respect our objective was more 
than simply sales. The know¬ 
how that we gained from this 
project is now being applied by 
those who participated in 
Samurai Spirits in various new 
projects. 

Are you planning to produce 
another RPG? 

There is an image that SNK equals fighting and that fighting equals SNK. 
However, we aren't specifically a fighting-game company. We've already 
made a driving game and we've trying various new things. We do actually 
have a new RPG in development at the moment called Kodelaka. That’s 
being developed for us by Sacnoth. 

We know that Sacnoth left Square, but why did they decide to team up 
with SNK? 

Sacnoth was looking for a sponsor, and we decided to support them. 
We’re different from Square because we don’t say anything about the way 
they create their games. All we do is support them financially; we aren’t 
helping with development. In this way they can create better titles as an 
independent software company. 

Can you tell us how SNK will develop from here on? 

At this point there are 3 directions for SNK. One is for the arcade. Up to 
now we've been using 16-bit hardware and software, but the year before 
last we moved up to 64 bit. We're still in the process of experimenting with 
the technology, but at least we've had a go at it. For SNK it was our first 
time to build a dedicated cabinet for Road's Edge, which was our first dri¬ 
ving game. We're still at an early stage of attempting this type of game, but 
we're aiming to become more like Sega, Namco and Konami by creating 
more dedicated cabinet games. We want to increase our market share both 
at home and abroad. The next direction for us is the Family Entertainment 
Centre. In japan we have several Neo Geo World amusement places where 

people can play not just 
video games, but also bil¬ 
liards and bowling. We 
want to build up this busi¬ 
ness as well. The third and 
final direction is con¬ 
sumer, and this is the 
most difficult area for us. 
With the Neo Geo Pocket 
we want to expand out 
from the core user and 
widen our market to the 
general gamer. 




(C) SNK 1999 (C) YUMEKOBO 1999; (C) 1999 SACNOTH/SNK 





















































































Games like Samurai Spirits 2 are why the future of this pint- 
sized Neo Geo looks so promising. While the Neo Geo 
Color Pocket has its limitations, it seems that every 
move and animation has been preserved from the origi¬ 
nal Samurai Spirits - you couldn’t ask for a better trans¬ 
lation. Joining the honorable Samarai cast are new com¬ 
batants Asura, Shinzan, Hakkau and Shalrot, and through 
constant battle, the fighters can learn new moves and spe¬ 
cial attacks while strengthening each move to ultimate 
form. By completing every game mode, characters 
receive an official graphic card, which can be saved and dis¬ 
played at a later time. 


In all its incredible simplicity, Pocket Tennis still has that casual, 
addictive playability of an 8-bit title - take a trip back to Tennis 
on NES to find this game’s replica. Getting to grips with the 
gameplay is easier than declaring war on a tiny country: one 
button sends a lob, one button sends a smash, and the direc¬ 
tion of the shot is all a 


matter of basic proximity. When you’re 
ready to take your rudimentary skills to one of the 
five courts, choose from a selection of eight charac¬ 
ters - power, speed and defense vary - for competition in tour¬ 
nament play or exhibition, and when you’ve mastered the 
metronome gameplay, a listing of tournament results can be 
saved and displayed in the record mode. While there is little 
in the way of animation - diving for balls is as flashy as it gets 
- Pocket Tennis successfully uses its bare-bones formula for 
this-is-a-portable-system-so-let’s-not-expect-more effect. 


Although King of Fighters R2 uses deformed characters to squeeze into the small screen of the 
Neo Geo Pocket Color, it impressively mimics the character movements and likenesses of its 
arcade/console counterpart. Incorporating the key elements of King of Fighters ’98, this essen¬ 
tially miniature version includes the advantage system and character roulette, as well as the all-new 
Making, a technique in which hidden moves are discovered to enhance a characters’ power; not only 
can a wider range of attacks be executed, but offense becomes more intuitive as well. Once you’ve 
imbued your favorite character with a load of moves, a training mode can be played to take these skills 
and beef them up even more. And it gets even better: fight data can 
be transported to the upcoming KOF on Dreamcast. 
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One of the Neo Geo’s definitive MVS classics makes its way to the small screen much to the delight of fans every¬ 
where. While there’s no way Metal Slug: ist Mission can fully capture the extreme animated spleandor of the Neo 
Geo’s massive carts or CDs, it promises to provide the same manic pace and humor¬ 
ous side-scrolling shooter action. The fact that SNK are bringing yet another 
huge franchise to their smaller, incredibly cool 
cousin should be reason enough to celebrate. 

This kind of support is a beautiful thing. Metal 
Slug: ist Mission comes complete with all the 
massive weaponry of previous MS games, like 
the flamethrower, grenade launcher, and 


homers. And yes, you jump into tanks to blow 
’em away, too! Now, pray for parallax! 


Dive Alert is looking interesting, mostly because it makes good use of 
the Neo Geo Pocket’s wireless communication device - you can compete 
against friends without the bother of dangling cables. In the vs. mode, 

you can capture opponent’s subs 
and add them to your collection. 
In the standard one-player game, 
you get to engage in a little RPG of 
sorts as you take on the role of a 
submarine captain and battle 
enemy fleets, earning experience 
points and sub upgrades. 
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neo geo pocket launch 




pu 


babbLB mini 


rigugi-gpgr/pubi-ishgr= sr 


auaiLabLP: nniu 


A hand-held system without a puzzle game would be as peculiar as Hollywood 
without pretention. With the wildly addictive Puzzle Bobble bursting its way into 
SNK’s initial crop of titles, the Neo Geo Pocket Color 
will have a classic puzzler guaranteed to get the sys¬ 
tem off to a stellar beginning. This basic version of the 
repeatedly updated series takes the simple link-and- 
explode-the-colored-orbs gameplay and preservingly 
translates it to the handheld medium. A must-have. 


i 






©SNK 1998. 1999 
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bgupi_apgr/pubLi5hgr: enh 


The energetic, monsterously entertaining arcade-style Baseball Stars may have been squeezed into 
a smaller package, but this interpretation of the Neo Geo giant retains all its fun and trademark 
style. Don’t expect all the complexity we’ve come to expect in today’s baseball games, but do expect 
a surprisingly sound arcade-inspired take on the sport: create your own team, track 
stats, and enjoy the celebratory animation cuts and wide list of player animations. 

Like in most of the Neo Geo 
Pocket Color games, the abil¬ 
ity to link with a friend adds 
new life to Baseball Stars 
Color. Another solid hit for 
this great new system. 














































































































































Finally, the straight dope on SMB 
for GBC, as well as two more great 
games you need ASAP. Andseeing as 
how they should be on the store 
shelves by now, what are you waiting 
for? Get going! As soon as you finish 


page 66 


■</;?>■ 


SUPER mRRIO BROS. DELUXE 

Nintendo dropped by with an advance ROM of Super Mario Bros. Deluxe right after we closed issue 12. After 
I had stated that it would be a straight port in that issue, they launched into all the additions and bonuses 
they’ve packed into this tiny cartridge, so hold on as I wipe the egg off my face... Of course, the original game 
is here in all of its 8-bit glory, ready for your fingers to start mashing buttons, but they’ve also added a time 
challenge mode, in which you can take on each section of the game, blazing through each area against the 
clock. Many lives were lost at the GR offices on this mode! They’ve also taken advantage of the Game 



Boy’s link-up mode with a Head to Head Challenge, so if you’ve got a Game Link, a friend with a 
Game Boy and two copies of the game, you can go head-to-head in a Mario vs. Luigi race 
through eight special stages. And if that’s not crazy enough, the “?” blocks act as switches on 
special walls and floors, so if Luigi hits a magic wall, he punches the block and can continue, 
as the wall blocks Mario, and vice versa. It’s insane fun, believe me! 

Nintendo have even added a fortune teller game, in the vein of 1 1 1 1 

a Magic 8 Ball, and a calendar is accessible as well. So remember 
last month when I told you to get this game just because of its 
portability (and awesome gameplay!)? Well, Nintendo have outdone 
themselves again, and I’m heartily endorsing this game for every- 
| one’s portable game library! H- 


reading this issue, that is. 


MVPEDX SSTSS 

An arcade machine in your pocket? Ninten- £ 
do delivers this and more! Both R-Type and 
R-Type II are included on this cartridge, and - s 
Nintendo sweetened the deal by combining 
both games into a single brain-melting side¬ 
scrolling shooting festival in R-Type DX. You’ll be 
faced with the expected hordes of baddies and 
tough bosses to beat at the end of each level, with 
/' —“I of power-ups to help 

xlr you complete the task. Unlim- 

ited continues will certainly 
^**’£2 help the aim-deficient gamer 

Y*\- get further into the games 

than the arcade versions, but 
''-jfirjPz, other than that (and the obvi- 

ous difference in the screen 
s ' ze anc * technology) this con- 
’ tains the same shooters 

__ we’ve pumped quarters into 

TJ - for years, only pocket-sized 

IO_| and portable. 


Finally! A game that takes MEmco 
advantage of the Game Boy Color’s Sprihg ’33 

_ k new stuff! Vatical Entertainments Top Gear Pocket 

reminds me of those classic Genesis and TurboGrafx 
games of old like Super Hang-On and Final Lap Twin. You 
remember the breed: horizontal lines depicting speed, curvy 
roads, and scaling sprites! TGP brings it all back in winning style 
with excellent control, nicely laid-out hilly tracks, cool sound effects, and 
Rumble Pak vibrating action that causes the GB to tremble as you brush 
the borders, slide sideways or rub a little paint. The graphics are a testa¬ 
ment to the GBC’s added power and the cool SD cars look and handle 
great. The gameplay in TGP relies on applying the right amount of gas, 
brake and pitch to successfully maintain optimum speed. Eight cars start 

ahead of you, so to take the lead in the allotted - 

three laps you’ll have to jet skillfully to the fin- 

ish without spinning out or trading too much 

paint. Initially there are three cars and three 

tracks to choose from, although like all TG push start 

games, secret cars and tracks lie in waiting - ^ 

once you beat the game. TGP is also two-player 

linkable! Hey, this game’s Vatical! " 
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ORIIIERS' REPUBLIC 

REUIEIUS 



T hey are few, but much quality is in effect 
among this month’s quiver of review soft¬ 
ware. Three fighters well worth owning make 
the grade, as well as the benchmark, life- 
altering RPG, Everquest. (Curse you! I’ve lost 
an entire editor in there!) It’s also nice to see 
Konami standing by Goemon and the gang. 


Monaco GP B- C+ 


Shadowgate 64 B B- B 


Games in this bracket are the best of the best. They feature the highest quality visual pre¬ 
sentation, and are excellent in both initial and long term playability. The very best video game of its 
type, worthy of every gamer’s undivided attention. Example: Zelda 

Excellent, solid, and highly playable pieces of software, although they lack minor polish to 
become truly outstanding. Slight frame rate problems, a marginally disappointing ending or any num¬ 
ber of small quirks may take an otherwise exalted release down a notch. Example: Ehrgeiz 

Games in this bracket are generally very good, but may have one or more flaws. A game 
receiving a B- may be a great game that’s just too short or has irritating music, while a C may have 
these same problems plus a couple more. Very good to average entertainment. 

Example: Pepsi Man 


1. Gomes marked in are highly 
recommended for your gaming 
collection. 

2. Games marked in YELLOW should be 
avoided completely. 

[Subject to the reviewer’s personal prefer¬ 
ences , it can be generally accepted that any 
game scoring a B or higher is a great way 
to spend your day. Games scoring a low D 
or F should be microwaved for three sec¬ 
onds and returned.] 


enmES REUIEUIEO 
THIS ISSUE 

Alex Lalas Soccer C- 

BloodyRoar 2 B B B 


Import Reviews 

Combat Choro Q 
Dr. Slum 
Pepsi Man 


Games in this bracket require serious help in two or more areas. Perhaps the control responds 
horribly and the characters animate poorly. Although a game of this caliber may have had a great ini¬ 
tial concept, it was never fully realized in the final stages of design. Example: Sengoku Turb 


Very rarely will you come across a game of this lack of quality. A complete dearth of vision, a 
determination to remove any semblance of gameplay or fun, and particular attention made to use none 
of the most rudimentary of the system’s proprietary tools. Example: Wardner’s Forest 
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I t s clear that the way forward with 3D fighters is to emphasize freedom of 3D movement, 
opening the environment to players' creativity. Games like Tekken 3, Street Fighter EX 2, 
and the game before you, Bloody Roar 2, still follow the old precept of combo mania within 
a context of 2D gameplay. This style may be considered "old school" soon, so we should 
expect games like Bloody Roar 2 to be a fine example. I'm happy to say BR2 does this well- 
established style of gameplay proud. 

In the first BR game, the half-beast zoanthropes ended the evil genetic experimentation of 
the Tyron Corporation. Their sinister procedures were publicly exposed, and key members of 
the company were arrested. The victims and their families would find some peace, away from 
the grip of corruption...but they would find no such peace or acceptance in the public eye. 

-- When the "normal" public discover that there are half-beast 

132 :—jj 2 j _ mutants living among them, 

* * ( i - ^'41 . 1 they begin to fear them. In 

their ignorance, they cannot 

!,* * • i . j — begin to fathom the concept of 

f* '• 1 a 14-year-old (a pure-hearted 

zoanthrope) being capable of 
more destruction than a mili- 

>#&' —m.) .. faces, and with the aid of the 














playstation review 


Here are some of Bloody Roar 2’s more spectacular moments, captured during the Beast tranformation and 
ensuing Rage moves. This is definitely one of BR2’s strongest advantages over other fighters on the market. 
The Beast designs are unique, the moves are powerful, and the violence is extreme! 


KfS 


media, the mutants are labeled as a danger to humanity. The Government begins to execute or institution¬ 
alize the zoanthropse, ironically implicating certain beasts as martyrs in the Tyron Corporation conspiracy. 

In addition to its hyper original storyline, Bloody Roar 2 has solid gameplay options. You can follow the 
cool plot through the Story mode, which offers lovely high res scenes, or enjoy the standard Arcade or 
Survival modes. There's a Watch mode, in which the CPU characters absolutely smash each 
other, or BR2's hyper-original Custom mode, which allows one to create mad combos, 
change the characters into freaky designs, or add funky graphic effects like afterimage. 

BR2 plays very well. Fans of the original game will love the enhancements, like faster 
response, better collision, and an improved combo timing system. A special highlight: If 
you can beat down all the characters in Survival mode (no easy feat), you'll have access to 
a Cancel Point option in the Custom mode that lets you link almost any combo together, 
whether it seems feasible or not! The beatings can be tremendously original and satisfying. 

Although not the most revolutionary fighter on the market, Bloody Roar 2 offers great 
graphics (backgrounds especially), decent tunes, spot-on controls, and excellent 
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Sure, Bloody Roar 2 may not be the most revolutionary fighter on the PS, but 
it's viciously quick, very controllable, and offers cool beast transformation. 






















developer dream factory • publisher square • available now 
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■ FF EHRRRETERS SURE TO DRRhJ PLRVERS 

■ BOOR DRERm FRETORV PIUSIE 


■ IREREDIBLE EE IRTRO RflD EROIRB SEE RES 

VISURLS R BIT URSHEO OUT EOFIPRRED hJ/TH RREROE 


With its FF characters, gamers will finally be forced to check out Dream Factory’s 

UNIQUE TAKE ON 3 D FIGHTING. 


BV mil-iE HOBBS 

O ne of the great, unsung 3D fighters on PS was the criminally overlooked 
Tobal N0.1. For whatever reason, this game flew right over the heads of 
most American gamers and ended up selling so poorly that its vastly improved 
sequel was never even released here. The company behind both these games, 
Dream Factory, were trying something very unique in a completely 3D fighter, 
and those wanting a more Tekken-like experience were unsure what to make of 
it. If only more people had been exposed to Tobal, it may have found the 
following that it so rightly deserved. With Ehrgeiz, Dream Factory will 
finally get the chance to expose their rather singular take on the fully 3D 
fighter to a much larger audience. The inclusion of FF VII characters 
Cloud, Tifa, Sephiroth, Vincent, and Yuffie (the last two being “hidden” 
characters) should be enough to pique any sentient gamer’s curiosity. 

Ehrgeiz’s gameplay, though owing a great deal to Tobal, differs in a 
few fundamental ways. Fighting stages now 
have multiple levels to them, allowing you 
to throw projectile attacks from on 
high or do a nice belly flop onto 
an opponent. Like Tobal 2, 
characters have unblockable 


Dream Factory reaches out to the masses 

FF characters mst MbLsIjiIr tjanwjilay! 

specials that must be avoided, but you can bound off of walls and other objects within 
attack. The gamplay in Ehrgeiz certainly takes a lot of getting used to, and more than likely, you 
won’t like the way it plays in the first half an hour. Extended play, however, reveals great depth as 
you learn how to interrupt moves, counter throws, and unleash massive and devestating combos. 

For a 60 frames PS fighter, Ehrgeiz looks good. In comparison to the System 22 arcade origi¬ 
nal, however, the colors appear a bit washed out and it suffers from flickering life bars when the 
action heats up. I miss the incredible looking gouraud shad¬ 
ed characters of Tobal 2 and wish Dream Factory had used 
this style again, but few should complain about what’s been 
accomplished here. 

In addition to story and versus modes, Ehrgeiz throws in 
four cool mini games and a Tobal-like quest mode with amaz¬ 
ing looking 60 frames visuals. Plenty here to recommend. =8= 
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On the verge of a new Millennium 
the games are forever changing. 
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developer verant • publisher 989 studios • available now 





9 89 should be selling EverQuest with a “Satisfaction Guaran¬ 
teed” label in tow. Normally I’d be adverse to applying such 
a bold statement to a game as genre-defying as EverQuest, but 
it's really that good. I have never before in my long gaming life 
been so committed, so blindly loyal and addicted, to an online 
game. EverQuest has firmly fused itself to my consciousness, 
occupying dreams, complicating my social life, and demanding insane care and attention. This 
isn’t a curse; EQ is a blessing cleverly hidden beneath obsession, of which there is no escape. It 
is the single most epic, satisfying, and controllable RPG experience I have ever been witness to. 

Funny I should say that: After all, each time I melt into the EverQuest world, it’s clear that I’ve 
merely played the role of “witness" in all other traditional RPGs. A witness to linear events that 
lead me through protocol, progressing through planned scenarios despite any viable sense of 
control that may be evoked. Bound within limitations, even that of masterful storytelling and skilled 
direction, led nonetheless by planning and linear circumstances...never really in control of my des¬ 
tiny, never really playing a role of my choosing. Certainly never to the massively social extent of this 
brilliantly conceived online RPG. 

EverQuest involves thousands of very real, absolutely unique characters (" role players,” as it were) 
in a massive online fantasy world. Events are never, ever pre-determined, unless a vast network of 
clairvoyant mind readers were being employed by 989 Studios. Instead, players make their way 
through huge fully realized three-dimensional landscapes at their own pace, free to progress at what¬ 
ever pace they should desire, in any direction they deem to be worthy of travel. Humans, Ogres, 

Elves, Gnomes, and Dwarves, in all manner of racial purity, tread the world of Corona together. You 
accept the role in any number of classes, from gentle healing Clerics to combat proficient Warriors, 
survivalist Rangers, or corpse-animating Shaman, and you explore alongside fellow travelers, raising levels and stature, nurturing valuable skills, 
and custom tailoring your appearance and personality to within a breath of true desire. It may be only a game, bound by keyboard control, limited 
to your PC’s specifications, and easily terminated by a power switch, but EverQuest is one of the few games on the market capable of burying such 
aspects of reality in a completely cohesive, immeasurably satisfying social gameplay experience. 
















It's impossible to fully detail the incredible size and 
depth of EverQuest in so short a space. If you were to 

cross the game's main continent, it would take over eight hours. To sail from the eastern continent to the 
central continent, it takes over half an hour on board a huge ferry. You could play for two days (yes, 48 
hours) to reach level eight. The 3D-accelerated-only graphics, considering the (practically) limitless size 
of the environments, are superb. You can see extremely far in all directions, in any number of views (third 
person, etc.), in full screen, semi-full screen, or menu overlay modes. It's very convincing and user-friend¬ 
ly. Gorgeous shifting clouds drift by as day turns to night, and during the darkest hours, magic and fire 
pierce the murk with beautiful lighting effects. Some towns, namely Freeport, are simply too massive to com¬ 
prehend. And the adventuresome music and fully immersive sound effects are perfect. EverQuest paints a 
lovely audio-visual collage, inspiring exploration to the point where you lose yourself in it. The controls, too, 
are totally customizable and easily learned, and one can create handy sets of "hot buttons" to avoid too 
many clicks or pointless menu cycling . 

In terms of EQ's social aspect, you may explore and fight alone, or be a part of groups comprised of up to 
six players, in which case you all share experience and items earned. You may communicate in real-time, any¬ 
time, through intelligent text commands such as "tell" (for private messages), "say," or shout, and real 
world opinions or questions may be offered using the "Out of Character" command. With up to 1500 or more 
players per server interacting within the same world at one time, you are as dependant upon fellow gamer as you are upon the NPC-run shops and 
guilds that aid you in your quest. Fittingly, EQ has already spawned a massive post-game community online. 

EverQuest may be a multiplayer only RPG, but it has universal appeal. You're always encouraged to progress, gaining, learning, adapting-open 
to any range of skill or genre preference. The environments and objectives are virtually unlimited, and 989 are updating quests, characters, menus, 
control parameters (and even music tracks!) through patches on a weekly basis. Best of all, players cannot kill eachother unless each has chosen 
the path of" Player Killer,” nor can you loot another player's fallen corpse unless permission is specifically given. 

EverQuest is an online project for gamers everywhere to take on, together, for months and months on end. And although 989 can t rightfully say 


it, I can guarantee you complete 
satisfaction. Grab a copy now and 
fade away into Norrath... ^ 


[ ■ R BRER T REHSOfl TO UPBRROE YOUR PE C 30 ERRD 
m BEYOOO HUBE...EO LJILL BE RROUnO FOR YERRS 

■ IPirnERSURERBL Y SR T/SFY/RB RPB PROBRESS/OR 

■ RLLJRYS R OEU EVERT TO SHORE LOTH THOUSROOS 

REPUBLIC SRSdS... _ 

989 HAVE PLEDGED COMPLETE SUPPORT FOR EQ, EVEN HINTING AT EXPANSION PACKS FOR 
YEARS TO COME. THERE'S NEVER BEEN AN RPG SO VAST, AN UNDERTAKING SO LIMITLESS. | 
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nintendo 64 review 


W hat a marvelous idea. That thought kept 
circulating as I played Super Smash Bros., 
the wildly entertaining fighting game that pits 
Nintendo’s most indelible figures against each 
other in a manic battle for supremacy. From 
Mario and Link to Samus and Donkey Kong, the 
video game greats exchange punches, kicks, 

slashes, explosions and throws with one goal at hand: pound the opponents silly 
until they can no longer make his way back into the arena. 

With a general repertoire of close- and long-range fighting techniques augmented 
by a small compliment of signature moves - Mario has his fireball, Yoshi an egg toss, 

Link a boomerang and hook shot, etc. - the characters settle their conflict in colorful 
stages that come alive with designs inspired by classic settings. Each of the 10 main 
arenas presents unique challenges and hazards, from the lava creeping up the tow¬ 
ering platforms in Planet Zebes to the vacillating platform under Castle Peach. No 
matter where the fight may take place, the main concern is avoiding the edges of the 
arenas and, of course, ensuring that the opposition receives the brunt of the damage. 

Once enough blows have been dealt and the percentage gauge at the bottom of the 
screen is high enough, an opponent can be sent plummeting toward his doom with 
an attack as simple as a well-placed jump kick or quick throw. 

A big part of the game’s appeal centers around the wonderful cast of characters and typically 
endearing Nintendo style, punctuated by great animations and sound. There is a less is more 
approach to the graphics - no big effects or striking imagery here - but there’s no escaping the 
immense allure of fighting in a Nintendo universe: a Zelda setting with classic tunes is priceless. 

Frantically pounding out a few simple button combinations and 
collecting the occasional power-up to expedite the damage 
typifies the Smash Bros, experience. The game is simple but 
fun, carried along by the kinetic playability, but it does 
threaten to stall as a one-player experience. But jump 
into the four-player competition and Smash Bros, 
plays its strongest hand, offering hours of trash 
talking mayhem. On the N64, multiplayer gaming 
doesn’t get much better than this.# 
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Super Smash Bros, is the perfect scenario for a multiplayer fighter, another 
Nintendo gem with universal appeal. 
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Kemco had a legendary title for quite some time over a decade ago with Shadowgate on the NES. The game offered players an easy icon driven, press-to- 
inspect-or-operate gameplay system combined with impressive, atmospheric stills and animation. The game could essentially be beaten in 10 minutes. In fact, I 
remember my strange friend had it down to eight minutes flat, but he knew what to press and when to 
press it better than he knew his own mother for a while. Regardless, Shadowgate was still regarded as 
a benchmark title with a memorable storyline and many unforgettable 8-bit settings. 

Now Kemco have returned with a deeply atmospheric and intriguing sequel on the N64, and thanks 
to developers Infinite Ventures, they’ve managed to maintain the fine reputation of the Shadowgate 
name. In Shadowgate 64, an evil force deep within Castle Shadowgate again threatens the land of Kal 
Torlin. You play the role of Del Cottonwood, a happy-go-lucky halfling traveler who is seized by a group 
of thieves when his caravan is ambushed. He is dragged to the Chamber of Holding in Castle Shadow- 
gate’s lower reaches and is left to rot before an execution date would be decided. You must escape or 
die like the others! 

Initially what really impressed me about S64 was the control schematic: it’s just like Turok’s, where 
the *“C” buttons control movement, and the stick handles looking around/turning. This makes exploring 
easy and enjoyable. The exploration itself is very well conceived, offering loads of environment to inter¬ 
act with as you solve dozens of cunning puzzles. The 3D is pretty weak in terms of resolution and com¬ 
plexity, but it’s actually quite sufficient in that it evokes fear and successfully provides atmosphere. The 
storyline is really very enjoyable too; it’s a fairly well written, dark, gothic medieval tale that 
easily draws you in for the duration. Fans of gothic fantasy will be pleased. 

Shadowgate 64 is a recommended title. It’s a great sequel to be sure, loaded with mystery 
and puzzles, now in full 3D, and you’ll find no other game like it on the system. ^2 
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DEVELOPER: CYCLONE STUDIOS PUBLISHER: 300 AVAILABLE: NOW 


The area of gameplay improvements in the first-person shooter market has gath¬ 
ered cobwebs for long enough. Kingpin and Requiem are making the single-player 
version of these types of brutal blood-fests FUN (as in Freakin’ Unbelievable and 
Nasty). Requiem: Avenging Angel is a surprisingly first-rate FPS from Cyclone Stu¬ 
dios and 3DO that has tight multiplayer gameplay, imaginative combat (turning your 
enemies into a pillar of salt was new the last time I checked), quick-loading levels 
that are beautiful and intricate, and an awesome proprietary engine with full sup¬ 
port for colored lighting, shadows (albeit broken ones) and high-res textures. High 
praise goes to Requiem’s models 
and the animation that makes them 
flow, grimace, and gib so nicely. 

You are Malachi, the Lord’s 
revenging redeemer, coming down 
to boil blood and take names on the 
fallen angles running amok on good 
ol’ terra firma. To accomplish this, 
you are blessed with numerous 
angelic powers during your quest’s 
progression. The weapons and 
armor you collect are standard, but 
the angelic arsenal that burgeons within Malachi is 
what makes this game top notch: Blood Boil fries liv¬ 
ing plasma, creating an amazing deformation effect; 

Possession allows you to fly ethereally into an 
enemy host and pull his strings as your new puppet 
of death reigns molten lead into his comrades, only 
to take his life as you burst forth from his violated 
body once you’re finished with it. There are also 
defensive powers such as deflect (I shot you...No, I 
shot me!), and Shockwave, which causes a 5.0 on the 
Richter scale, stunning all in your midst. The end-all 
is Apocalypse, which nukes all heathens within 
range of its roaring white burst. This game will capti¬ 
vate your soul and make your computer your altar. 0 
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Mike Hobbsi 


I Inspired character design brings the game to life! 


■ The frantic pace is pushed by the constant threat of 
metamorphosis! 


Oave Halverson: 


I 60-fps visuals and high action quotient make bloody 

ROAR 2 WORTH CHECKING OUT 

CHECK ASPIRATIONS FOR ANYTHING REVOLUTIONARY AT THE 
DOOR 


Bloody Roar 2 is a beautiful game, with some of the 

MOST INSPIRED CHARACTER DESIGNS YOU'LL FIND ANY¬ 
WHERE IN THE ANNALS OF 32-BIT FIGHTING, YOU JUST DON'T 
SEE CHARACTERS LIKE STUN, URICO, AND JENNY, EVERYDAY. 

Both their hand-drawn and polygonal guises are 

MASTERFUL. THE ACTION, MADE ALL THE MORE FRANTIC BY 
THE SUDDEN BURSTS OF METAMORPHOSIS, MOVES AT A 
BRISK 60 FPS AMONG AN IMPRESSIVE ARRAY OF ENVIRON¬ 
MENTS, AND THE MUSIC IS FIRST RATE. IF THERE IS A FLY IN 
THE OINTMENT, IT'S THAT THE GAME IS SOMEWHAT EASY TO 
DEFEAT, AS THE BALANCE IS SOMEWHAT SWAYED IN FAVOR OF 
THE QUICKER BEASTS. OVERALL, THOUGH, BR2 IS THE 

year's best Fighters. I'm cold on the poly fight for¬ 
mula, SO A B IS SKY HIGH. 


There's a great gimmick at the heart of bloody roar 
2. Exploding into a beast hasn't lost much of its 
APPEAL OVER THE FIRST GAME, NOR HAVE THE 60-FPS 
GRAPHICS LOST THEIR IMPACT. BUT THE FIGHTING GENRE 
HAS MATURED OVER THE LAST COUPLE OF YEARS, AND 
BLOODY ROAR 2 STILL PLAYS LIKE THE ORIGINAL. THERE'S 
VERY LITTLE 3D MOVEMENT IN BR2, THIS COMING AT A TIME 
WHEN FREE-ROAMING FIGHTERS (POWER STONE, TOBAL 2) 
HAVE ALREADY PROVEN THEIR WORTH IN THIS EVOLVING 

genre. Still, bloody Roar 2 is certainly worth a few 

CHEAP THRILLS AND THERE'S NO DENYING THAT IT PRE¬ 
SENTS PLAYERS WITH A HEALTHY DOSE OF FAST, EMPTY FUN. 
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Ehrgeiz and Destrega 


Bloody Roar 2 any 
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With its FFcharacters, gamers will finally be forced to check out Dream Factory’s unique take on 3d fighting 


Unique gameplay combines with pleasing 60-fps ani¬ 
mation and great music 

The game hints at rich design ideas but seems under 

MINED BY THE PS HARDWARE 


Stunning intro and fine tunes round out the package 


Missing arcade's beautiful polygonal shapes and rich 

COLORS. BUT COMPENSATES WITH Com A DNtlS C.AUFS 


O.K., FOR THE RECORD, HERE'S MY TOP 3 LIST OF FIGHTERS 

so far in '99: 3) Destrega, 2) Ehrgeiz, and 1) Power 
Stone, without a doubt. As you can tell, I've jumped 
ONTO THE “ FREE-ROAMING" 3D BANDWAGON AND IT'S 
SERVING ME VERY WELL. I HAVEN’T HAD THIS MUCH FUN 
WITH FIGHTERS IN A LONG TIME, AND IT'S ALL BECAUSE I 

:an finally move in all directions while enjoying 
ONE-ON-ONE STRATEGY. EHRGEIZ MAKES No. 2 FOR ME 
3ECAUSE IT HAS AN EXCELLENT RHYTHM AND BALANCE, AND 
SURPRISING DEPTH. HONESTLY, ONCE YOU LEARN TO 
lODGE, COUNTER, AND EVADE IN FLOWING 3D MOVEMENTS 
'NOT JUST IN BURSTS), YOU'LL BE QUITE AMAZED BY 

Iream Factory's post-Tobal 2 effort. 


The masters at square have crafted some of video 

GAME'S CHOICEST BODIES OF WORK, BUT AS FAR AS AMER¬ 
ICAN GAMERS ARE CONCERNED, THE SUPERB TOBAL FIGHT¬ 
ING SERIES DOES NOT BELONG ON THE LIST. SQUARE ARE 
NOW MAKING A SECOND ATTEMPT AT PENETRATING THE 
FIGHTING-GAME MARKET WITH EHRGEIZ, AN EXCELLENT 
BRAWLER THAT BORROWS FROM THE TOBAL SCHOOL OF 
COMBAT. Like IN TOBAL, the fighting style is not 
QUICKLY DIGESTIBLE, BUT ONCE YOU ACCLIMATE YOURSELF 
WITH THE TIERED ARENAS AND INTRICACIES OF THE FREE¬ 
FORM FIGHTING, THE GAME BEGINS TO BLOOM WITH PLEAS¬ 
INGLY DEEP AND STRATEGIC GAMEPLAY. BIGGEST FLAW: 
INSPIRED DESIGN IS STUNTED BY PLAYSTATION HARDWARE. 



Eric Bratte: 


Brady F’iechter /=? 


18 HOURS. 18 HOURS STRAIGHT I WAS GLUED TO MY MON¬ 
ITOR AS I SLAYED RATS, BATS, AND RAN FROM EVERYTHING 
ELSE. The OLD SLEEPLESS NIGHTS OF D&D ESCAPADES IN A 
friend's backyard have come back to haunt me with 
Everquest. One more piece of armor, one more level, 

ONE MORE MONSTER, ONE MORE MAD DASH TO A GUARD 
TOWER AS A COUPLE OF SLIGHTLY TICKED GRIZZLIES NIBBLE 
ON MY BOOTS. GREAT GRAPHICS (TAKING INTO ACCOUNT 
THE NUMBER OF MONSTERS AND PLAYERS THAT CAN BE IN 
THE SAME AREA AT ONCE) AND FABULOUS WORLDS WITH 
LOTS OF GNOLLS, ER, NOOKS AND CRANNIES TO EXPLORE. 

Quests and comradery, adventure and amazement, 

DEPTH AND DANGER, MONSTERS AND MAYHEM - REAL LIFE 
IS PLAIN IN COMPARISON. 


Amazingly ambitious, finely crafted, remarkably vast 

IN SCALE: EVERQUEST IS AN EXTRAORDINARY ACHIEVEMENT. 
An inordinately engrossing game that takes online 

PLAY TO ANOTHER, UNSEEN LEVEL, EVERQUEST IS THE VERY 
DEFINITION OF ROLE PLAYING: YOU ASSUME THE ROLE OF 
YOUR CHARACTER, YOU LIVE IN THIS FANTASY WORLD, YOU 
PERFORM LOGICAL TASKS. LIKE ANY GREAT ACHIEVEMENT IN 
GAMING, EVERQUEST SHOWS YOU A PLACE THAT EXCITES THE 
IMAGINATION-A VISUALLY PLEASING LAND THAT'S UNPRECE¬ 
DENTED IN ITS VASTNESS, UNCOMMONLY SPONTANEOUS AND 
STRIPPED OF BOUNDARIES. IN A GAME WHERE THOUSANDS 
OF PEOPLE COMPRISE THE POPULACE, A NEW LEVEL OF INTER¬ 
ACTION IS BORN THAT A SCRIPTED COMPUTER INTELLIGENCE 
CAN NOT AFFORD. 


The immense human element gives the game an 

UNYIELDING LEVEL OF SPONTANEITY 

The breadth of Ever Quest’s atmospheric world is 

CONSUMING 
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989 HAVE PLEDGED COMPLETE SUPPORT FOR EQ, EVEN HINTING AT EXPANSION PACKS FOR YEARS TO COME. THERE’S NEVER BEEN 
AN RPG SO VAST, AN UNDERTAKING SO LIMITLESS. 


■ Level up system is fair and completely involving. 

It takes a while to gain levels, but there’s skill. 

■ / APPRECIATE THE STRATEGY FOR EACH CHARACTER CLASS AND 

race. Great depth all around! 
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As THE GENERAL PUBLIC CLAMORS FOR 3D GAMEPLAY, THE DIMINISHING GAMERS LIKE MYSELF RECEIVE THE 2D SIDE SCROLLERS LIKE GOEMON’S GREAT ADVENTURE WITH 
APPRECIATION AND EXCITEMENT. A COMPLETE, IMMENSELY SATISFYING PLAY, THIS GAME HAS BEEN HANDLED COMPETENTLY BY THE KOBE TEAM IN EVERY REGARD. 


■ Fast, easy action that's a departure from the more 

ESOTERIC PREDECESSORS. 

m It’s good to see this kind of gameplay represented 

ON THE N64, EVEN IF IT’S A BIT SIMPLE. 


■ 2D GAMEPLAY LIVES! KEEP THE FIRE BURNING PEOPLE! BUY 
THIS GAME AND BE COUNTED! 

■ Four characters to play, platforming action, 3D 

ACTION, AND HUGE TOWNS! WHAT’S NOT TO LOVE? 


The under-appreciated goemon series gets its best 

SHOT AT MAINSTREAM ACCEPTANCE WITH GOEMON'S GREAT 
ADVENTURE. WITH LITTLE OF THE EXPLORING THAT CHARAC¬ 
TERIZED THE FIRST N64 MARIO-INSPIRED GOEMON GAME, 
THIS LATEST IS A 2.5D ACTION PLATFORMER WITH TIGHT 
CONTROL AND SHORT, EASY-TO-DIGEST LEVELS. APART 
FROM THE FREE-ROAMING TIME SPENT IN TOWNS, THE BULK 
OF THE GAME IS STRAIGHTFORWARD 2D GAMEPLAY, AND 

you'll hear no complaints from me. The four classic 

GOEMON CHARACTERS ARE ALL SELECTABLE FOR A NICE 
DOSE OF VARIETY, AND IT'S FUN EXPLORING THEIR DIFFER¬ 
ENT ABILITIES. It's A BIT OF A SIMPLE GAME, BUT HIGHLY 
ACCESSIBLE - JUST WHAT THE SERIES NEEDED. 


After completing one of ’98’s most underrated 
games, Mystical Ninja 64, I thought the possibility 

SLIM THAT KONAM I WOULD BRAVE THE U.S. MARKET AGAIN 
WITH THEIR ZANIEST JAPANESE FRANCHISE. I'M BOTH 
IMPRESSED AND HAPPY THAT THEY HAVE. I'M ALSO 
THRILLED THAT IT'S 2D! GOEMON'S GREAT ADVENTURE 
MELDS INSPIRED 2D SIDESCROLLING POLYGONAL FARE, 
ACTION-PLATFORM STYLE, WITH ROLE PLAYING AND PUZZLE 
SOLVING TO A BRILLIANT END. THE TOWNS ARE TRULY 
INSPIRED WORKS OF POLYGONOMETRY, THE VISUALS 
THROUGHOUT THE ACTION SEQUENCES ARE METICULOUSLY 
DETAILED, AND THE IMPACT SCENES ARE A TESTAMENT TO 

the Kobe team's prowess. I also like the addition of 

TIME-SENSITIVE ACTION. BUY THIS GAME. 
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Sometimes one can forgive a lack of graphical sheen, audio 


"provide. This is one of those situations. Shadowgate 64 IS ESTHETICALLY sloppy in many ways, but it’s a very involving fantasy puzzle game. 


■ Despite its low-res, muddied look, the game manages 
to convincingly create an absorbing medieval setting 
U The Turok-like control works extremely well 


m Well written and intelligent text pulls you into the 

GAME, WHILE THE DARK ATMOSPHERE SETS A GREAT TONE 

■ Good control scheme and enjoyable puzzles round 
out this first-person adventure 


WHEN A GAME IS RELEASED WITH NO HYPE, NO PRECON¬ 
CEPTIONS, NO ANTICIPATION, IT ALREADY HAS A GREAT 
CHANCE OF SUCCESS. CASE IN POINT: SHADOWGATE 64. 

For me, Shadowgate is the surprise game of the 

YEAR, AN ABSORBINGLY ATMOSPHERIC ADVENTURE THAT 
CREATES AN ALWAYS INTERESTING, SOMETIMES INTRIGU¬ 
ING MEDIEVAL WORLD. UNDERMINED BY A FEW DESIGN 
MISSTEPS AND THE N64'S INABILITY TO PROPERLY CONVEY 
THE DESIGNERS’VISIONS, THE GAME IS NOT GREAT ENTER¬ 
TAINMENT, BUT, WITH ITS MOODY SCORE, INTERESTING 
PUZZLES AND WELL-WRITTEN DIALOGUE IT NEVER LOST ITS 
PLEASANT HOLD ON ME. I HOPE TO RETURN TO THE DUSKY 
CASTLES OF SHADOWGATE ON SUPERIOR HARDWARE. 


This is a game that, to be honest, I was prepared not 
to LIKE. In initial glances, Shadowgate 64 looked 

MURKY AND DULL BUT AFTER GIVING IT A GO, I FOUND 
MYSELF PLEASANTLY SURPRISED. WHAT IMMEDIATELY 
STRUCK ME WAS THE OVERALL QUALITY OF THE IN GAME TEXT. 

It was actually well written, creating believable 

CHARACTERS AND SITUATIONS WITH WHICH TO INTERACT. 

The next surprise came when I experienced the intu¬ 
itive CONTROL SCHEME (TUROK STYLE), WHICH MADE NAVI¬ 
GATING THE 3D WORLD QUITE MANAGEABLE. FINALLY, ITS 
ENJOYABLE PUZZLES AND ADEQUATELY ATMOSPHERIC LOOK 
HAD ME HOOKED. SURE, IT'S A LITTLE MURKY AND BLURRY, 

but Shadowgate 64 lives up to its namesake and is 

SURPRISINGLY ENJOYABLE. 
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Super Smash Bros, is the perfect scenario for a multiplayer fighter, another Nintendo gem with universal appeal. 


■ Hal return with one of the most ingenious fighters 
IN RECENT years 

■ Seeing Samus in 3D made me ponder the metroid 
question even more THAN I ALREADY AM... 


u Bright AND happy Nintendo fighting with a classic 
CAST OF CHARACTERS 

9 AS WITH MANY FIGHTERS, IT FALTERS A BIT AS A ONE-PLAY¬ 
ER GAME 


Endless possibilities... All of these characters and 

ALL OF THEIR MUSIC IN ONE PLACE... A JOY TO BEHOLD. EACH 
TIME YOU CHOOSE A CHARACTER IT’S LIKE OPENING A CHAP¬ 
TER OF YOUR GAMING LIFE. BUT THIS IS MORE THAN JUST A 
STROLL DOWN MEMORY LANE. WITH MODES INCLUDING 

Stock, where you can assemble teams, up to 4-player 
vs., and Time Trial, it’s deep, too. Using the basic 

MOVES IS EASY, BUT ONCE YOU GET INTO THE ADVANCED 
STUFF, THE GAME TAKES ON A STRATEGY ALL ITS OWN AS YOU 
TRY TO OUT-SMART EACH CHARACTERS ACUTE ABILITIES. 

Clever power-ups come into play as well, making 

EACH FIGHT LIKE A MINI-GAME. THE ABILITY TO FREEZE THE 
ACTION AND VIEW THOSE SPECIAL MOMENTS IS AN ADDED 
BONUS, AS ARE THE COOL BONUS STAGES. A GREAT GAME. 


Nintendo and hal team up yet again for a game that 

SHOULD HAVE COME OUT A LONG TIME AGO. A CUTE, NIN- 
TENDO-STYLE FIGHTING GAME FEATURING A CAST OF THEIR 
CLASSIC CHARACTERS MUST HAVE BEEN CONCEPTUALIZED 
LONG AGO, AND l'M HAPPY THAT THE END RESULT IS AS 
FAST AND FUN AS I IMAGINED IT MIGHT BE. WHAT I DIDN'T 
IMAGINE WAS THAT IT WOULD BE A FOUR-PLAYER BASH- 
FEST OF THE HIGHEST ORDER. BEFITTING A NINTENDO 
GAME, THERE'S HUGE FUN HERE, AS YOU AND THREE OF 
YOUR FRIENDS ATTEMPT TO BLOW EACH OTHER OUT OF THE 
FIGHTING AREAS. SSB IS A LITTLE DRY AS A ONE-PLAYER 
GAME, BUT THAT'S NOT WHAT IT'S DESIGNED FOR. 


counterpoint 


Mike Hobbs: 


Mike Hobbs 


Mike Hobbs: 





































































£»/7ZK THHX 


Earn Tipi 

f/lfi 


bg giving passangz 

& or TtKESir HUEL 







52 


C razy Taxi is AM’s first Naomi game, but they have 
seemingly mastered the system already with this high¬ 
speed driving action game that has you racing through the 
city streets in a crazy attempt to pick up 
fares and get them to their destination 
in time. The new-look Naomi cabinet is 
really cool, and the punk rock tracks 
by Bad Religion and Offspring add to 
the game’s gritty atmosphere as well. 

Your first order of business in 

Crazy Taxi is to cruise the streets in search of 
potential customers, and when you try to pick 
them up, they’ll tell you the location they 
wish to go to. You’ll make more money on 
longer rides, so avoid picking up people 
who only want dropping off at the next cor¬ 
ner. Once on the road, it’s a race against 
time to get the customer to their destina¬ 
tion as soon as possible. The arrow on the 
screen is useful, but it only points in the 
direction of the destination; it doesn’t indi¬ 
cate the fastest route, so you’ll need to 
memorize the city streets in order to take 
advantage of whatever shortcuts you can 
find. Once you get to the destination, you 
need to come to a complete stop for the cus¬ 
tomer to get out of your Taxi and pay the fare. 
Depending on your driving techniques and 
the time taken, you can receive tips from happy 
customers. One of the best ways to make them 
happy is with a little crazy driving to add a little 
thrill to their lives. There are numerous kinds of 
techniques, such as Crazy Through, Crazy Drift 
and Crazy Jump, and if performed in sequence, 
you earn a Combo Bonus as well. But be 
warned: just one accident will throw away any 
chance of that! 


Around the city are plenty of famous places that your passengers 
will want to go to. if you forget where you*re supposed to be 
going on route , just press the START button to remind yourself 


(C) SEGA 1999 
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arcade corner 





ARCADE CORNER 99 


(C) SEGA 1999 


Get higher tips from your passengers by giving 
them the thrill of their lives by performing Crazy 
Throughs or Crazy Drifts! They love it! 


Depending on how long it takes you to reach your 
destination, the passenger’s reaction will be 
different. It’s better to be speedy than slow! 


Although there are four types of taxi 
with four unique drivers, there are no 
major differences in the car handling, 
so just go for the one that suits your 
style. Image is everything when 
you’re a taxi driver! 
























































































Give your thumb a rest 
and let Tilt Pak's" IVIotion 
Sensing technology 
control the game action. 


Simply tilt your controller in 
the direction you want to 
move, and with Tilt Pak's 
enhanced rumble feature and 
motion sensing technology, 
you’ll score an ultra realistic 
gaming experience. 
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's high-tech wizardry 
allows you to calibrate and 
customize the motion sensitivity 
and rumble on your control pad . 


Slide any Nintendo*G4 

controller anti breathe new life in to 
all your Nintendo*&4 action games . 


ACCESSORIES 


Alt names and k>g< 
of their respective 
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U bi’s ubiquitous Monaco GP continues to jjHT 
make the rounds, this time landing on PS 
and N64. Both versions offer up their own Cl - 

share of strengths and weaknesses, with nei- 
ther being hugely superior to the other. 

Predictably, it’s in the graphics that we see 
the most obvious differences between the two ^^ sjazen 
iterations, as the options and basic gameplay l \JKiS 

are the same. To put it succinctly, the PS ver- ^- 

sion has a smoother overall frame rate but fairly nasty pop-up and 
really bland looking trackside detail. The N64, on the other hand, 
is able to present a better graphical appearance with a much 
greater draw distance and far better trackside detail. It takes a hit, 

though, in the frame rate, 
which has difficulty stay¬ 
ing constant. Even with 
the slight choppiness 
inherent in the N64 ver¬ 
sion, it wins out graphi¬ 
cally, having a more color¬ 
ful and dense overall 
look. Advantage-N64. 

When it comes to multi¬ 
player options, I have to 
give the edge to the PS, 
as it offers not only a two- 
piayer link-up mode, but 
also the ability for four- 
player simultaneous play 
through the link. Again, 
the N64 version looks a 


bit better in M 

split screen, 1 KJ j. 

but the PS at ^---- 

least offers the option of /fotjWE - & 30 B 65 uA 
three- to four-player play. .. 

Advantage-PS. 

Both versions, unfortunate- 
ly, suffer from a control anom- 

aly common to all Monaco (PC a' A : . 

^ J % ■ 

and DC) games. For whatever 
reason, cars seem to turn (1^0 

V ^48 KM/ 

around a slightly odd axis, one vy 
that’s a little too central to the vehicle. You don’t get the sense of 
cars properly following the front wheels into a turn, and it’s always 
felt a little unnatural to me. It doesn’t really hamper the gameplay, 
but it reminds you that Bizarre’s previous F-i games seemed to 
have it right two years ago. 

In the end, both are fairly solid if unspectacular conversions of 
the PC original. In a pinch, I’d go with the N64 version. It looks bet¬ 
ter overall, and I find the control with the N64 stick more satisfying 
than the Dual Shock. =8= 


POS 22/22 0 05734 


214 KM/H 


In our handy comparison shots, you can 
see the wealth of detail present along 
the same stretch of the Brazilian race¬ 
way in the N 64 version (top). 


MONACO GP 

developer/publisher: ubi soft available: may mm mm 
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S et to be released with the launch of the Dreamcast, 
NBA 2000 is the first in what is sure to be a long list 
of sports titles for Sega’s premier 128-bit giant. Strutting 
their 1,600 motion-captured, 60 fps moves in high-res, 
architecturally correct arenas, NBA players have never 
looked so real: proper facial features and bone structures, 
given a wide range of expression through advanced ani¬ 
mation algorithms, imbue over 400 individual modeled 
athletes with amazing realism.Taking advantage of the 
Dreamcast’s invaluably rich texture capabilities, the game 
also places its attention to detail into the crowd, which 
waves banners plastered with player names. And what is 
a first for a basketball title, fully animated couches, bench 
and scorers table react to the action. Let’s hope VC now 
pay the same level of attention to the gameplay. ■ v 

gamers 7 republic sports 7 99 


NBA 2000 


With the superior capabilities of the Dreamcast, NBA 2000 is on its way to 
setting a new precedent for sports gaming. Notice the detail on the jersies. 


developer: visual concepts publisher: sega available: September 
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K nown better as football internationally, ALIS 

definitely deserves the boot. Okay, that may JizSISSsa 
sound harsh, but with all the features this game 1 00 53 <^z: 
boasts, especially the utilization of the PlaySta¬ 
tion's hi-res graphics mode, the game should rival 
already existing software. • i 

It seems the developers had all the right ideas, j 
they just didn't come to adequately perfect one 
before instituting the next. It is apparent that the 
High-Res tag the game flaunts is a main reason to ^~ K0BLER 
its underdeveloped gameplay. Analog control, on- 
the-fly play tactics and targeted shooting are all represented well. 
A healthy gathering of over 70 teams and customization of play 
formations, also fair well...really well. This is where the game truly 
shines. The programmers have allowed the gamer to have com¬ 
plete control of how each player on the field reacts. 

Problems occur with the unforgivable amount of slowdown the 
- game is plagued with; 


it begins when the 
players run on the field 
at the start of the game 
and just gets worse. 


The predictability of where the ball is being passed to is upset¬ 
ting, as if the game is being played underwater. Given the quick 
pace of a real soccer game you can imagine the tediousness of 
playing a single game, let alone an actual season. This frustration 
doubles when the character models pass straight through each 
other. During the game, players look decent (albeit not hi-res wor¬ 
thy), but when the camera closes in the, lack of polys per model 
becomes embarrassing. 

With all the innovative conceptions fitted for the game, its slow 
and lackluster gameplay just draw the game into mediocrity. Y 


•—□□CD 
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ALEX lalas SOCCER 

developer: z-axis publisher: take 2 interactive available: now 
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9 89 Studios' are ready for summertime at the park once again. 

This year’s update has a distinctly better feel, enhanced game¬ 
play and more statistics - a given for any updated console sports 
game. They also improved the graphics engine and tweaked pitch¬ 
ing and hitting controls, making the game more true to life. 

In addition to these improvements, 989 Studios are adding more 
variety into the gameplay modes. The Manager Mode enables real¬ 
istic simulation of a manager's many decisions - good or bad - 

----- - during the game and 

col oj, . mu J j Ithroughout the season. 

iTop,st " out 2 General Manager's Mode 

tlAl enables gamers to mimic 
30 Rolando Anojo almost every responsibil- 

T i ERA 14.21 K 2 W 0 

& i' J ^ a real life General 

^ :i S C X \5 Manager faces, including 

_ handling the budget and 

10 Dante Bichette 

v. avg.jji today o-o the ability to sign up free 

HIT PWR ' 

V . . J agents, all without fear 

of losing a ridiculous 
salary for constructing a 
! team built for the Little 
" ' Leagues. On top of 

these, gamers will also 
^ yn see an enhanced Spring 

Training season this year. 

The game also has full 
licenses of the MLB and 
V. Help _ J the MLB PA, along with 
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MLB 2000 

developer/publisher: 989 studios available: now | 
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flowing commentary provided by announcer Dave Campbell and 
Hall of Famer Vin Scully. 

As graphics engines improve each year, the eerie accuracy of 
players' likeness and emotions are overhauled to try and repre¬ 
sent each player uniquely. In MLB 2000 players are modeled to 
each of their heights and weights, and you'll even see their famous 
and not so famous faces. These computer counterparts will per¬ 
form like their carbon-based forms, too. Over 175 batting stances 
were implemented to insure the elimination of any monotony 
when stepping up to the plate - a small but noteworthy addition to 
more intense animations strung everywhere in the game. 

The competition this year is going to be stronger than ever. MLB 
2000 had to be polished. 989 knew this, and are ready to throw 
the first pitch. Y 
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World Republic says “Although the engine is somewhat archaic, the military melee Is at once comedi< 
and entertaining. If you’re into slow paced military campaigns. Combat Choro-Q is for you” 


• • 




THE ONLY LIVING CHICKEN WITH ROCKET SKATES, BELONGS TO SQUARE... 

How do Square do it? Game after game, they continue to pump out quality at a fever pitch. Whether it’s role playing, fight¬ 
ing, action, strategy, shooting or racing, the Square name still stands for class. It was one thing when they released one or two 
new titles a year, but with half a dozen or so in the last twelve months and many more in development, it’s amazing how they 
retain that distinct Trademark Square look and feel. I wasn’t expecting much from their latest fixation on gaming’s infamous 
yellow chicken, but alas, Chocobo Racing is a full-fledged cart romp in the vein of Mario Kart (with a little Motor Toon thrown 
in for good measure) that may just be the best of the bunch... until Crash rolls around. The fracas begins in true Final Fantasy 
fashion with a superb CG overture accompanied by a newly arranged version of the infamous chocobo serenade from 
the legendary role-playing series (for the record, each race ends with the trademark post battle hymn from FF7). 
And borrowing a little from Yoshi’s Story, the story mode (Legend of the Crystal Gems) uses diorama books 
throughout its eight chapters. Speaking of modes, there are 7 (hey, mode 7!) including Vs. Story, GP, Relay, and 
Time Trials. Like all good cart games Chocobo contains a plethora of vehicle-specific play mechanics and power- 
ups along with track-laden elements that provide projectiles, produce puddles, supply super thrust, etc. Taking 
the gameplay mechanics one step further, the vehicles in Chocobo racing are even more diverse than the char¬ 
acters. So, the engine in Chocobo’s a giver, the music’s a parody-fantastic, and the game has legs (chicken legs 
albeit). Chocobo Racing 
is due in the 
States this 
winter, when 
it’ll be the 
chicken vs. 
the bandicoot. 

Whoever prevails, 

PlayStation owners are 
the real winners, f 


A. Sliding sideways through the haunted mansion, this circular tower winds three stories high! B. Severe pop¬ 
up... Diorama style! The Story mode literally unfolds before your eyes, ala Yoshi*s Story. 


World Republic Preview • developer/publisher squaresoft - available in japan now 
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developer/publisher takar 


available in japan n 


1SHI 
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World RWic Review 


WE’RE G OIN’ TO WAR! ALBEIT IN LITTLE ITTY BITTY TANKS... 

Lovers of everything Choro-Q, prepare for battle! Takara continue to roll out the games in this series, which now spans a 
whopping ten titles! Do these guys go for the little super-deformed numbers or 
what? In one of their finest efforts yet, the miniaturized formula works especially 
well in a military setting. There’s something really funny about putting into battle 
with an itty-bitty tank, especially after Takara’s full-on hard-core mission briefing. 

There’s a butt load of campaigns, too. From search and destroy, to guarding friend¬ 
ly’s over the border (and everything in-between), Takara carry everything out in dili¬ 
gent military style, from the motif to the music. The traditionally sturdy Choro-Q 
engine is admittedly looking a bit ragged, but overall it gets the job done better 
than most. As with every game in the series, the action runs deep with options. Get 
out those Japanese dictionary people! From spare parts to camouflage it’s all good, 
but it’s also all in Japanese. Those with zero Kanji skills needn’t worry, though: 
through basic trial and error the menu’s are rather self explanatory once you begin 
to stock-pile money and upgrade your machine. And, you can save at any time 
between missions, so should you screw up, just load 
up the previous save and have at it 
again. Chances are Combat 
Choro-Q won’t make a 
showing over here (it 
might tank), so if 
you’re into a little 
pint-sized military 
madness, the 
import’s the only 
way. f 


World Republic 

Monthly Import Game Reviews 

V/VJVy# 


chocobo racing © squaresoft 1999. combat choro Q © takara 1999. 









































































page 85 


world republic 



EXPLORE THE JOY OF COLA WITH PEPSI JAPAN’S RECYCLED KING OF QUENCH ... 

I suppose it was bound to happen sooner or later, but on the PlayStation? Now that’s a surprise. Anyone who remembers Sega’s exalt¬ 
ed fighter, Fighting Vipers, will recognize the smooth chrome guise of Pepsi Man, one of the coolest (pun intended) hidden characters in 
recent memory. But Pepsi Man’s not fighting scantily clad females this time out. He’s doing something much more important, and politi¬ 
cally correct...providing Pepsi Cola to dehydrated pedestrians! That’s right, when those Pepsi machines run dry and the people begin to 
riot as a result, who you gonna call? Yep, there’s now a game where the goal is to quench thirst, and it’s branded like a pig in Oscar Mey¬ 
ers pen: the jewel case, the CD and the game is plastered, as one would imagine, with Pepsi, Pepsi, and more Pepsi. Actually, the game 
itself isn’t half bad. As the environments whisk by, Pepsi Man must avoid all manner of obstacles and pitfalls by jumping, dodging, and 
sliding to reach his goal. Of course, as the game progresses the courses get more complex, to include motor vehicles, semis, homes to 
invade, two-way traffic, huge holes in the street, construction zones, and other such perilous hazards. There are even cheesy Pepsi com¬ 
mercials and segues, featuring some no-name dork in splendid FMV. The game spans three cities - San Francisco, New York, and Pepsi 
City (don’t ask) - and one state, Texas. Hey, it’s an import, maybe they think Texas is just a big city. Why does this game exist you ask? 
Hell, I don’t know, why do people listen to N-Sync? It’s a strange, strange world. Collectors item? No doubt about it. f 








World Republic says -'This strangely appealing cola caper is actually quite addicting, especially if you 
dare a friend to chug a Pepsi every time the P-Man dies! It's great for a laugh and it’s pretty fun! 


World 


Preview • developer nanaOn studio publisher s«ei • available ii 
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THE BIZARRE PARAPPA SERIES CONTINUES... 

In Japan, Urn Jammer Lammy has been climbing the Top 10 charts for 
weeks on end. It’s a certified hit, selling close to (at the time of this writ¬ 
ing) half a million copies already. Many import gamers are looking forward 
to this “Parappa 2,” anticipating more of the same lyrical gameplay and hip- 
hop humor. Surprise! Urn Jammer Lammy casts a new star, a mostly new cast of 
wacky characters to overcome, and emphasizes a rock guitar sound instead of just 
lyrics and voice. 

When you tap the buttons with Lammy, she jams on her guitar in response to the com¬ 
puter character’s voice. The electric guitar sound itself is high quality and has tons of 
varieties. The freaky stages are nice (Parappa quality, with deeper 2D/3D 
most of the songs are really cool, and the lyrics are absolutely outra- 
- especially in the ultra-bizarre maternity ward, where people assume Lammy 
she becomes bloated from a fireman’s supply of donuts! Hehe! 

Overall, there’s more to Urn Jammer Lammy than Parappa. There’s a vs. mode for two-player 
button-pressing mania, better CG FMV between stages, a more risque storyline (with less obvi¬ 
ous, more subtle humor), and incredible secret options once the game is completed. These 
include a full Parappa game, complete with unique CG cut scenes (of lesser quality - no disc 
space!) that tie into Urn Jammer’s storyline perfectly, and mostly superior hip-hop remixes of each tune for the 
Rapper’s lyrical prowess to exploit. There are also several bonus modes involving Urn Jammer in co-op or vs. bat¬ 
tles with Parappa and UJ’s arch nemesis from the underworld, Rammy. Each mode can be enjoyed against anoth¬ 
er player or the computer (at varying skill levels). The only weakness is Parappa’s low sample rate, but it’s not 
offensive. 

Urn Jammer Lammy offers more of the same fun that made Parappa such a hit, and it’s more of a complete 
package, with a disturbingly surreal comedy plotline. It’s not quite as appealing as Parappa your first go through, 

rssrrrs: rgj» , JSJUftfiMiMI 

story together, you’ll come ^ v 

to realize the game is just IflKI I 

as worthwhile to own. ^ \ t i v - J £\ t ‘Hi 1 


Playstation Review 


dr. sium 


Dr. Slum comes as quite a sur¬ 
prise. Somewhat of a cross 
between Tail Concerto and Mega 
Man Dash in terms of the engine 
and gameplay, Dr. Slum features 
a mixture of exploration, action, 
and platforming set among the 
Doc’s peculiar home, detailed 
townscapes, and free-roaming 
action levels. Initially, the game 
takes a while to unfold, but once 
Arale’s acquired her skills, it’s off 
to the prehistoric era and the 
first of eight rather large free- 
roaming areas. Complete with 
big-time bosses, vast polygonal 
townscapes, a wide array of envi¬ 
ronmental factors and a cool lit¬ 
tle interactive story, Dr. Slum is 
one of those rare little gems 
you’ll be glad you sought out 
long after the PlayStation is out 
of fashion. \ C+ 


Toky 


pepsI man © kid 1S99^^ilammerlamm^^^ceM999^dr^lun^©b^^^1^9. 
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Beautiful, watercolor-like backdrops mark this gorgeous sequel from Square 


a In this day and age of the polygon fetish, games like Saga Frontier 2 need to 
1 ^ be greeted with open arms and thankful hearts. On 32-bit especially, it’s 

getting harder and harder to find hand-drawn art, much less the sort of <;'v 
superb work that’s gone into Square’s latest RPG. The 2D, watercolor- 
mA backdrops are like a breath of sweet, fresh air, the sort that 
^vV A/' makes renders and real-time polys seem cold and lifeless. Mm 

/ ^ iQL Saga Front ' er 2 will unfold through many different scenarios, Mm 
\ O; with you assuming control of different characters along the way. 

v This should keep the variety high, though I can’t comment on Mm 
J the quality of the scenarios based on this Japanse final. 

/ The battle system looks to be fairly intuitive and enjoyable, ' 

"" with some new features such as the choice to battle singly or 
in a team and the ability to combine character’s attacks. Sony’s little 
PocketStation also comes into use, as you can download mini-games and earn items on 
the go. These items can then 


quest. 

at the Japanese version has 
revealed glorious hand- 
drawn graphics, great music, ^ 

and a compelling battle system. We can’t 
wait to see what it’s all about. 


saga frontier © squaresoft 1999. 


World Republic m 

Monthly Import Game Reviews 
U/OU "JO 


world republic 


S k The Japanese release of Saga Frontier 2 

Hi includes a nice bonus disc with playable 
J| demos of Square’s Racing Lagoon, tht ir 
W “High Speed Driving” RPG, and Legend af 
m Mana, their other beautiful hand-dravm 
f game. The Racing Lagoon demo shows c ff 
the odd style of art that Square have come up 
with for this title, with lanky, mechanical-look¬ 
ing characters animating through dissolves over pre¬ 
rendered backdrops. Battles in this game take the form of rea¬ 
dme racing against rivals. Legend of Mana, on the other han i, 
is a more traditional action/RPG, one blessed with artwo k 
even more lush than that on display in Saga Frontier 2. The 
amount of color and detail put into the backdrops shown c n 
this brief demo was absolutely mouth watering. 
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Nintendo’s, or rather, HAL’s little pink blob Kirby never x- 

garnered a huge following on these shores, and I guess ( — .-• 

that’s not too surprising. For a game culture that seems to 
relish the hard-core over the hard-fluff, the little pink fellow 
must have been a hard sell. Indeed, many gamers over the 
age of 13 wouldn’t want to be caught dead playing a Kirby 
game. And that’s a shame really, because this game, Kirby 

Super Star, is literally overflowing with fun and addictive [)<''" l- 1 

gameplay of the highly cute and accessible Nin- IT isz*z. 

tendo variety. If you’re big enough to get over the 

aesthetic, or like me, actually enjoy it, this is a blast of a 16-bit game. 

■ j Kirby Super Star is, as it says so prominently on the package, eight games in 

■ j one. You control the little inhaling hero through challenging timing events, 
™ ' straight, old-school platforming, and running competition. The little pink fel- 
nm low takes on all manner of guises throughout the eight games, from a Link-ish 

adventurer to a Ryu-like, headband-wearing fighter. He’s damn cute and com- 
pletely non-offensive (probably why he hasn’t much of a following). 

E=z~“ You can find Kirby Super Star on the cheapy-cheap out there, and I highly 
recommend it. If you can stomach the look, you’ll find tons of gameplay here, 
and I challenge anyone not to enjoy the hell out of this game. 


There is an area in Super Metroid that links rooms through pits of 
quick sand. It’s not uncommon to get mired in the flow of sand, and 
attempting to leap free can quickly become a laborious process. Every time I 
play this marvelous game I am amazed at the tangible 
physics of the scene: the strain and gravity that over- 
■pi come the Samus character is amazingly translated 
yij through the controls, and for that moment my reality is 
BH one step closer to Samus’world. 

I recall this particular part of the game because of its pjB 
uncommon visceral presence; I am fascinated by it 
^ every time I play. But this is only one part of countless I 

HU design pieces that lock together to form one of the most 
complete video game universes I have ever explored. 

This is a game made by masters of their craft. 

For its time, Super Metroid was a graphics showcase on 
the SNES, and even by today’s standards the game man- A-*®*®] 

ages to create a believable setting of a cavernous, sci-fi 
alien world - a cold, mysterious setting that, for me, has h 4 £ ^BM| 
no peer. From the incapacitated robots in the crashed ~~ 
space ship that eventually are charged to life to the 


it had its carcass melted away, the game is an endless cre¬ 
ative parade of indelible moments. But as a perfect mar¬ 
riage of action and exploration, Super Metroid is as much 
about inspired gameplay as it is atmosphere. To play 
Super Metroid is to experience video game making of a 
remarkable order. 
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How much trouble can 

one Elf Princess cause! 


Move over Indiana Jones! Here comes Go Takarada! 

He's brave! He's smart! He's handsome! But how 
treasures can a high school student find in his own 
hometown? With the help of one little Elf Princess, watch 
and find out! Littered with a cast of characters so outrageous 
that you'll be rolling on the floor in hysterics within seconds, 
this fan-favorite is sure to be an instant-hit!: 

Contains both volumes on one tape! 

Available dubbed and subtitled for one price • $24.951. 


Also available from 


.ass 


the Live 


in i 




From Keita Amemiya, the director of the wildly popular 
Zeiram films, comes his latest monster release! 


• Official selection of th^l998 FantAsia Film Festival 

• Starring the sexy Yuko Moriyama (Zeiram & Zeiram 2)\ 


Set in the 16th Century, Moon over Tao - Makaraga 
is a tale of lawlessnessand violence, when Japan was 
torn apart by brutal warlords and ravaged byconstant 
warfare. Three heroes must join forces to unravel the 
secret of a mysterious sword. Little do they know 
that it’s origin lies on another planet. But when the alien 
monster, Makagara, is unleashed, bloodshed andmayhem 
abound. Can our three courageous heroes stop this alien 
menace beforetheir entire village is destroyed? 


Original Japanese Dialogue with English Subtitles. 

Widescreen, 1 . 85:1 Theatrical Aspect Ratio. 

Suggested Retail Price $29.95 


Tokyo Shock and AnimeWorks are divisons of Media Blasters 

East 28th Street, Suite 501, New York NY 10016 
Phone: (212) 532-1688 Fax: (212) 532-3388 

Website: www.Media-Blasters.com 
E-Mail: Kitty@tiac.net 


MAKAGARA 


Moon Over Tao - Makaraga © 199 : 
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WWW.ADVFILMS.COM 
EMAIL: INFO@ADVFILMS.COM 
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eserve your 
copy today! 


To order direct, call the Millennium I 
sales line at C818) 889-3821, 

9am*6pm PST I 

or mail a check or money order M 
payable to “Millennium Publica- w j 
tions: to: / Jj 

Millennium Publications { J r* 
attn: Gex 3 guide 

32123 Lindero Canyon Road, suite 111 
Westlake Village, CA 91361 m 


and book storesP^g^ BSHmS 

THE OFFICIAL STRATEGY GUIDE AVAILABLE NOW! 

CXC UU SI VC LY FR©m m I LLCN N I U 1T1 PU BLI C ATI ©N S 


Shipping 8 c Handling included. Foreign orders add $2. U.S. funds only. 
















It’s Time to LaiqhU 


Tenchi in Tokyo 

Tencbi finds himself alone in the big city - Tokyo! There, a 
beautiful and agressive girl frum school will throw Tenchi's 
carefully balanced life into chaos - with plenty of help from the 
five jealous alien girls still living hack at home in the country... 


Ranma 1/2 

DVD Movies* 

The ultimate gender bender comedy! A fall into a cured spring 
in China means cold water changes super-macho Ranma 
Saotome into a girll With his dad turning into a panda and three 
martial-arts-savy fiancees, you can bet Ranma's life isn't 
boring. Painful maybe, hut never boring! 


Magical Project S 

Sasami has been chosen to restore the balance of good in the 
universe! Unfortunately, she can't decide which is more 
embarrasing - her tacky costume or the exceedingly lame 
villains she must fight against! 


Also available for your laughing pleasure: 
•Phantom Quest Corp 
•Tenchi Universe 
• Video Girl Ai 

•The Mysterious Play/Fushigi Yugi 

(English Dubbed or Subtilled only) 

* Ranma 1/2 produced by Viz Communications. Distributed exclusively by Pioneer Entertainment. 


from 


English Dubbed VHS—$24.98 S.R.P. each 
English Subtitled VHS—$29.98 S.R.P. each 
Dual Language DVD—$29.98 S.R.P. each 

FOR MORE INFO CALL: 

1 - 800 - 421-1621 

or check our our website at 

wiAfw.pioneeranimation.com 


Battle Athletes Victory 

Akari wants to graduate the athletic prep school and cumpete 
tor the Cosmo Deauty title just like her mom, the most famous 
athlete of all time! There's just a few problems: the midterms 
had landmines, her rival's llunkies sabotauged the re-test, and 
Akari can't seem to wake up tor training! Welcome to the 
wacky world of international athletics - 30th Century Style! 
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GAMERS' REPUBLIC 


SUPER-HYPER ACTION 



4NIME • REPUBLIC 

© GAMERS’ REPUBLIC ALL RIGHTS RESERVED 1999 - 


7 U-9**11, :1.818.995.3383 (FAXWW* • 24BIBBtt) 

MAm:mf?n£;ti88+&M mm) *«? \\[jZ< Trt'U . 


A GAMERS' REPUBLIC 
MONTHLY SECTION 


Story: A young witch (she’s 15 and she wants to stay that 
way!) discovers a resurrection spell in her great grand¬ 
mother’s spell book and uses it to resurrect a vampire 
(Master Mosquiton) and his allies, whom she had secret- 
stowed away in the family crypt. For centuries her clan 
been in search of the O-part, the ultimate power 
that blesses its benefactor with eternal youth. Once she 
has the aid of Master Mosquiton to help her find it, all she 
to do is coax him into leaving the clock shop in 
Shanghai where the foursome hold up. You see, Mosqui- 
ton’s not your everyday vampire. He’s more like a vampir- 
ic equivalent of our old friend Lupin. Half human, he’s 
to live among mortals and, is quite content to do so. 
In order to get his vampiric half to, shall we say, rise to the 
occasion, he must taste blood. Once this happens he 
becomes a full-blown blood sucker with dark-red bleed- 
and an unquenchable thirst for the old red stuff, 
good thing, because Inoha is going to need all 
help the Master and his minions, Hono and Yuri, can 
give. They aren’t the only ones seeking eternal youth. 
Another faction is after the O-part as well. Count Sanger- 
maine and the rapidly aging Lord he serves also desire 
the sacred object. Sound spooky? Well, it is, and then it 
isn’t. A mixture of tongue-in-cheek humor and vampirish 
banter, MoM brings the best of two worlds together - 
classic-anime situation comedy, and brilliantly realized 
horror. The end result is one of the best anime series 
since Lupin , as Mosquiton serves his tenacious new mas¬ 
ter Inaho. She’s got the adventurous soul of Lara Croft 
and the witchy ways of Fairuza Balk (that hotty from The 
Craft). All she wants is immortality. Is that so much to 
ask? This is going to be a great series. 

Animation: High quality is in effect when it needs to be. 
The pyrotechnics and cool digital effects are handled very 
well, and the fights rock the kazba. 

Dubbing: It doesn’t get much better. ADV have mastered 
the art of the dub. 

Character design: A little Lupin, a little Ruin Explorers... 
and a hint of Castlevania, as Mosquiton does resemble 
Alucard quite a bit. And Hono’s right out of a Capcom 
fighter. In other words, superb. 

Soundtrack: Playful, haunting melodies reminiscent of 
something you’d hear from Danny Elfman, mixed with a 
Lupin -ish opening theme commingled with Skillful Horns, 
piano, and plucky old Fender guitar. 

Fight Scenes: Mosquiton can only fight after he drains a 
pint or two out of Inaho, then, after each fight, he tries to 
kill her, but always ends up with a stake in his heart. So, 
she has to revive him with her blood and the cycle begins 
again. It’s a peculiar relationship. The fights are awe¬ 
some. 

Highlight: The first fight scene vs. Count Sangermaine. 
Final Analysis: Known for choice acquisitions, John and 
the crew over at ADV have never been more dead on (pun 
intended). A perfect fit for the horror-thirsty U.S. anime 
scene. 


MASTER OF MOSQUITON 

• 1999 ADV FILMS [USA) 

60 MINUTES«DUBBED IN ENGLISH 
reviewed by dave halverson 
|OOOOl /2 ACTION/ADVENTURE 












































































Available at all 
participating locations 


SUMCO/IST 


MOTION PICTURE COMPANY 
We Know Movies 

And other fine stores 


Dubbed Price: $24." each* 
Subtitled Price: $29." each 


U.S.MMGA 6 / 

To Order Call: 
CLUB OF AMERICA: 
1-800-626-4277 
www.centralparkmeiwcom 
AOL: Japaniniatfaifrstaiion™ 
__~-MteyWord: Japanimation 


Mangamania 


'rated. Contains 


^d),; : $TTginal Japanese dialogue with English subtitles, 
jporation. Original Japanese version ©1997 Studio Fantwa/Bandai Visual. 
Registered trademarks of Central Park Media Corporation. All rights reserved. 


Color. Stereo. 60 minutes each. Action/Adven? 
ration advised. Promotional materials layout & 
tppon Columbia. U.S. Manga Corps, Japanimatioi 


^Suggested retail price (prices 
nudity, mild violence and adult 
Company spokes mecha M.D. G 


fy higher in Canada). 
Itions. Parental disci 
ippears courtesy of N| 


There’s nothing she won’t do to expose the truth 


From the creator of 
Project A-ko! 


She’s a martial arts expert 
and a jet fighter pilot - 
with the body of a super¬ 
model. She’s Aika, and for 
the right price, she’ll 
retrieve anything 
from anywhere. 
Armed with her 
trusty, semi-sen¬ 
tient super-battle 
| bustier, no risk is 

f too great! 


rwn Mission 

















KNIGHTS OF RAMUNE 

•1999 SOFTWARE SCULPTORS 

60 MINUTES • DUBBED IN ENGLISH 

reviewed by dave halverson 

. 00.00 A CTION/AD VEN TURE/COMEDY . 

Story: A pair of celestial virgins, Cacao and Parfait (you’ll 
want to become a member of this order, trust me), is sent on 
what seems an honorable quest: Fly to outer space and 
search out and rescue (if need be) the Fourth Warrior, 
Ramune, Champion of the Galaxy. Too bad that when they 
arrive they discover that Ramune is a tyrannical bastard, 
bent on ruling the galaxy with his fleet of mechs (piloted by 
sexy babes, of course), Giga Genos. Hey, children are being 
abused, women are being terrorized, and, well, Ramune is a 
major rectum cavity who deserves to be drawn and quar¬ 
tered. 

Animation: Good quality throughout with shimmering 
moments of fluidity where it counts. Certain body parts take 
on a gelatinous guise you might say. High quality. 

Dubbing: Very good. Software Sculptors do complete justice 
to the characters in the tradition of The Slayers. 

Character design: If you like your anime sexy, you’ve come 




4NIME* REPUBLIC 


\FIST OF THE NORTH STAR 

•1984 TOEI ANIMATION • 1999 MANGA 

75 MINUTES* DUBBED IN ENGLISH 

reviewed by dave halverson 
\ooo KUNG FU ACTION/ADVENTURE 


Story: Steeped in tradition, the Fist of the North Star is 
one of the most widely recognized anime titles around. 
While dated (the 36-episode series ran on Japanese TV in 
1984-1985), it is still a viable commodity, although the 
story, which has been copied numerous times by Holly¬ 
wood, seems somewhat worn out. In a 
post-apocalyptic society where money 
is as worthless as human life, water is 
power, and savage biker thugs and 
mutants rule by killing anyone and 
anything that gets in their path. The 
only man capable of restoring balance to 
the world is Kenshiro, master of 
a special fighting technique, 
Hokuto Shinken, from which his vic¬ 
tims are shocked from within, 
causing their bodies to rupture 
and literally swell and then 
blow apart. Kenshiro goes as 
far counting down their 
remaining seconds on Earth, 
giving them a chance to 
repent, then, pop goes the 
bad guy. There’s even a 
Genesis game (Last 
Battle/Fist of the 
North Star) 
based on the 
story, and 
the Japan¬ 
ese ver¬ 


sion features spurting blood! 

The first three episodes forge 
the relationship between 
Ken, Bart, and Melinda, a 
mute girl who Ken bonds 
with after she shows him 
kindness. Her parents being 
killed right in front of her 
robbed her of her voice, and 
Ken restores it through his 
magical soul. Bart, a clever thief and a con, is tagging 
along mainly for the food and water, although he seems to 
have a heart down there somewhere. Like three episodes 
of Kung- Fu, the first three episodes consist of Ken saving 
villagers as he goes from place to place ridding them of 
the scum of the Earth. Episode four, however, promises to 
turn up the heat a little, as Ken’s rivals now know of his 
deeds and send out equally brutal forces to end his life. 
Animation: It’s old, and it looks old. But the death scenes 
are animated very well. 

Character Design: Old school Mad /Wax-style. Cool apoca¬ 
lyptic look and feel, and nicely exaggerated mutants and 
the like. 

Soundtrack: Full-on sitcom branding. It’s very good anime 
fare. 

Fight Scenes: Splashy! Hardcore blood and guts. 
Highlight: Heads contort, bodies burst. Ken just kicks so 
much ass! 

Final Analysis: Manga belong doing anime. It’s good to 
see them back with a notable series. Fist should do very 
well for them. 


am 

. 

to the right 
place. Defi¬ 
nitely not for the 
kids - voluptuous 
women rule the 
day. The mechs, as well 
as the entire cast (yes, even you PQ), 
are skillfully drawn. Very Slayers, and very, 
good. 

Soundtrack: Quality arrangements accompany each 
scenario, blending well with the action, drama, or comedy on 
screen. 

Fight Scenes: Borrowing a little from Evangelion (the huge 
mechs are piloted by shapely females girdled in fluid) mixed 
with Gundam-Uke confrontations and /Wacross-reminiscent 
headgear, the mech battles are event filled. The fight in 
episode 2 ruled. 

Highlight: They are many and I’m quite sure you’ll find a few 
all your own. Me, I’m a sucker for anime chicks, so I’m gonna 
go with psycho-saturation version 2! 

Final Analysis: Knights of Ramune was created by Kasumi 
Hasegawa ( Slayers , Slayers Next) Osamu Horiuchi (Cutey 
Honey) and Yoshinori Sayama {Birdy the Mighty). That’s 
good company. With Ramune they are pushing the bound¬ 
aries of titillation (with beautifully realized female heroines) 
in a space-combat environment. These artisans meld the 
two together masterfully, as it never goes over the top either 
way... Well, after the first two minutes that is. 
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NTER A WORLD WHERE VIOLENCE ISN'T 



tains violence and mild language. Parental discretion advised. Running Time 75 Minutes. In Color - Stereo ENGLISH DUBBED 


THE ORIGINAL 
JAPANESE _ 
TELEVISION SERIES^ 


AN EPIC ASSAULT ON THE SENSES PLAYED OUT IN THIS 
ULTIMATE ANIMATION SERIES FROM MANGA VIDEO. TWELVE 
DEADLY VOLUMES EACH FEATURING THREE BONE-CRUNCHING 
AND MANIC EPISODES... EXPLODING INTO COMBAT! 


WIN O'FIST FULL OF PRIZES FROM MANGA VIDEO INCLUDING A GRAND PRIZE TRIP TO 
HOLLYWOOD FOR A VOICE-OVER ROLE IN THE FINAL EPISODE! CHECK OUR WEBSITE FOR DETAILS. 


33L 

M*S.SA 

■ 


www.manga.com 


©1999 Buronson Tetsuo Hara/Shueisha, Toei Animation 


AVAILABLE AT 


) 1999 Manga Entertainment Inc. • A Palm Pictures Company • Distributed by Ryko Distribution Partners 


. IT'S THE SOLUTION! 


Nuclear war has devastated the planet, turning 
once fertile ground into a barren, inhospitable 
landscape on which mankind struggles desperately 
to stay alive. Society has collapsed and a fight 
for control wages between vicious dictators, 
super-powerful mutants and biker gangs that 
terrorize the streets. 

In a world so cruel and bleak only the chosen one 
can restore civilization to its former self. This man 
is Kenshiro , master of the 'Hokuto S/i/nken 1 
fighting technique; a martial art so awesomely 
brutal that only a single being can be entrusted 
with its full power. 

He is the Fist of the North Star. 


Street Date: 3-30-99 































GENOCYBER 






/IMME ® REPUBLIC 


•1993 ARTMIC/PLEX. »1998 US MANGA CORPS. 

60 MINUTES»DUBBED IN ENGLISH 

reviewed by mike hobbs 
ooo SCI-FI/ADVENTURE 


Story: Episode 4: The now dormant Genocyber (a human-created mon¬ 
strosity responsible for the complete decimation of Earth’s cities) lies in 
wait as we are introduced to Ryu and his blind girlfriend, the psychic Mel. 
They’ve just arrived in the town of Ark de Grande where they find a 
fascistic ruling body and underground rebellion, convinced that the 
sleeping Genocyber is to be their savior. Episode 5: Having been accept¬ 
ed by the cult as a sort of cho¬ 
sen one, Mel unleashes the 
power of the Genocyber just as 
the fascist pigs decide to elimi¬ 
nate the rebellion. Watch 
everything go boom. Oh, and 
Ryu gets roughed up in the 
hands of the law. 

Animation: Pretty good for an 
OVA, with special attention paid 
to scenes of mass destruction. 
Dubbing: Inconsistent, with 
Ryu’s voice being especially 
flat. He lets out one of the most 
half-hearted screams I’ve ever 
heard. 

Character Design: Good, with a 
touch of realism and well-ren¬ 
dered eyes. 

Soundtrack: Completely unre¬ 
markable filler. 


Fight Scenes: Not much here, but 
the climactic destruction and flash¬ 
backs of city decimation are very 
well done. 

Highlight: Explosive finale. 

Final Analysis: The convoluted 
story is a bit hard to follow, but 
Genocyber’s odd and dense plot 
makes for interesting viewing, if 
not the most entertaining. If you’ve 
been following the series, these 
two episodes appear to take the 
series in a different direction, but 
then it all ends in a big scene of 
destruction. 


\LEGEND OF CRYSTANIA 

•1996 Mizuno Ryo & Group NME 1999 ADV 

60 MINUTES*DUBBED IN ENGLISH 

reviewed by mike griffin 

OO01/2 FANTASY/ADVENTURE 


Story: Barbas has returned! Having risen from the abyss and 
utterly destroyed the Dragon god (one-handed decapita¬ 
tions are always good), Barbas systematically hunts down 
and squashes his former henchmen, then turns his attention 
to the gods of Crystania. He is the new Gods’ King, and his 
malevolent rage knows no limits. Nobody ethereal or human 
can put up any physical resis¬ 
tance, so mass enslavement 
across the world begins. 
Crystania’s best warriors, 
however, have entered the 
Chaos Realm where King 
Ashram is trapped. Redon 
and Pirotesse penetrate the 
depths of his heart, even as 
they battle their own night¬ 
mares, and good Ashram 
snaps out of his trance. 
Character Design: I still love 
these characters. This time 
Pirotesse shows how strong 
she is, while Redon displays 
some surprising swordplay. 
Animation: Action sequences 
are often stunning, especial¬ 
ly when the gore piles on. 
This is often. 


Dubbing: A few characters are amazingly weak/annoying in 
the dub version, such as whiny Redon who screams self- 
righteous crap way too much. Mostly, though, this is 
very tolerable dubbing. 

Soundtrack: Really impressive fantasy accompa¬ 
niment. Rarely a cheesy tune, and the 
ominous moments are well done. 

Fight Scenes: Barbas crushes his ex¬ 
cronies like bloody grapes. They go down so 
brutally. Internal explosions - splash! Later, Redon puts 
up a great fight in defense of Ashram. 

Highlight: The final battle for King Ashram’s 
soul is awesome. Pirotesse is forced to do 
something terrible to herself. 

Final Analysis: At some point you should 
watch the entire series so far, beginning 
with the big movie. Crystania is sort of 
like a good Lodoss War replacement for 
fans of the fantasy/anime genre. The 
action animation is always good and 
the characters’ designs are great. 
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TEST YOUR COURAGE 
IN THE FIGHT 
OF YOUR LIFE! 


Featuring the music o 

• Corrosion of Conformity 

• The Offspring • Soulhat 

• Stabbing Westward 

• The Urge 
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TEKKEN © 1997 1998 NAMCO LIMITED / ASCII CORPORATION / Sony Music Entertainment (Japan) Inc. 
Ninja Resurrection © Futaroh Yamada / Amuse • Phoenix 





































Story: The Sorcerer Hunters are on the trail of a reck- ■ 
less sorcerer. In episode one, however, Tira and 
Chocolate are chasing after Carrot down the Saint 
Light River. Carrot is obsessed with some women 
near the river, in his typically horn-ball way, and he 
desperately tries to get his $%& on with them. 

In the following episode, the Hunters are sent 
in to a town to investigate a crazed madman dab¬ 
bling in magic. As they quickly discover, his powers 
are much greater than it would seem! Be prepared for Sor¬ 
cerer Hunters Kids, and a truly bizarre fascination. 
Animation: Good quality, but rarely great. At times 
you’ll be very impressed by the action scenes, and 
the ladies’ transformations are very smooth. 


Dubbing: Pretty good. 

Chocolate and Tira can 
become annoying very 
quickly, but the delivery (in general) is 
alright. There’s some surprising humor 
now and then (read: laugh out loud) 
and the English actors convey these 
passing moments extremely well. 
Character Design: The transformed 
versions of the ladies look great, while 
the guys on the team are all typical 
designs. Thankfully the repartee 
between Carrot, Tira and Chocolate is 
funny, adding loads of personality. 
Soundtrack: Good pop-style choons, 
loads of incidental accompaniment. 
Fight Scenes: Not really a “fight” but 
more of an action escape, the last 
episode is full of cool action. 

Highlight: Strange humor. 

Final Analysis: This series should be 
heating up soon. All we need now is 
more exposure to the other characters. 


CITY HUNTER: THE MOTION PICTURE 

•1999 ADV FILMS 

90 MINUTES* DUBBED IN ENGLISH 

reviewed by dave halverson 

IOO1/2 ACTION/COMEDY 


SORCERER HUNTERS 

• 1998 SA-RO-MW/BA 1999 ADV 

60 MINUTES* DUBBED IN ENGLISH 

reviewed by mike griffin 

lO©Oi/2 ACTION/COMEDY ADVENTURE 


Story: Like an over-sexed Dan Tana (remember Vegas?), 
Joe, the City Hunter, makes the anime scene again in 
this 90 min. full-length feature. Hired to check in to the 
whereabouts of a young actress’ long-lost brother after 
she receives a mysterious bouquet of roses, Joe and his 
crew soon find themselves involved in something much 
more serious than a simple missing persons case. 

Amy’s brother turns out 
to be a psycho-sausage 
ex-soldier who was left 
to die by his own gov¬ 
ernment, and he’ll go 
pretty far to wipe the 
of the past away, 
as he seeks revenge 
against God and coun¬ 
try. This explains why 
he keeps blowing 
things up! Eventually, 
the future of Tokyo and 
the life of his sister 
hangs in the balance. 
Switching between the 
serious elements of the 
story and the tongue- 
in- cheek back story 
(Joe wants to score, but 
every time he gets 
close, his assistant 


beats him into sub¬ 
mission), City Hunter 
is an interesting twist 
on the spy formula. 

Animation: Mostly 

pretty budge, although 
there are a few nice 
moments. Let’s call it fair overall. It is 90 
minutes long, though. 

Dubbing: Very good overall with a couple 
over-the-top performances. 

Character Design: Way too simplistic for my 
taste. Everything looks realistic, pretty 
much. 

Soundtrack: Nicely arranged, very well pro¬ 
duced. This is a real movie with a real movie 
soundtrack. 

Fight Scenes: Things blow up very nicely and 
when Joe gets his butt kicked the animation kicks 
in to high gear. 

Highlight: Joe’s daring attempt to save Amy from 
the bullet train. 

Final Analysis: While City Hunter doesn’t set any 
new standards in animation, it has a very clean, 
sharp look and is colored nicely. It also has some 
great dialogue and humor. I don’t know about the 
vast distinction between the drama and comedy 
in the story, but it certainly is different. 
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Episodes 1-6,3 tapes, 180 min. 


ALIEN DEFENDER 


English Dubbed <pibx-ooo 70 ) 


English Subtitled (pibx-ooozs) 


Episodes 1-7,4 tapes, 240 min. 


1941 - When the Axis joins forces with Alien invaders in 
a bid to conquer the world, only the valiant actions of an 
international band of heroes and their armored giants 
stand between humanity and the brink of oblivion! 

©1992-1399 AIC/PIONEER LDC, INC. ALL RIGHTS RESERUED. 


peat value for great products 


TV Episodes 1-25,6 tapes, 535 min. 
TV Episodes 26-53,9 tapes, 585 min. 


ENGLISH DUBBED 
(TV Series) 


THX Box Set 

Episodes 1-13,3 Discs, 420 min. 


fHX lIVP 


©1992-1999 AIC/PIONEER LDC, INC. ALL RIGHTS RESERVED. 


Goku and his friends fight powerful alien invaders to save 
the Earth! Seventeen volumes of the world famous Dragon 
Ball Z saga now available in two convenient Box Sets. 

All Dragon Ball l characters, names, logos and images 
© 1997 BIRD STUDIO/SHUEISHA, TOEI ANIMATION 
Licensed by FUNimation Productions, Inc. All Rights Reserved. 


Bastard! © 1992, 1998 Kazushi Hagiwara • Shueisha 


m Ultimate DVD Box Set (pida-iooiv) 

• : re mastered and THX approved 

• (English 2.0, and Japanese 2.0 and 
Japanese 5.1) 

• Premium plastic slipcase packaging; first 3,000 DVD's 
contain a limited edition 24k gold foil printed plaque 


■ English Dubbed (pibx-oooid) 


H English Subtitled (pibx ooois) 


“My obvious charms and god-like powers always 
dazzle the simple, ordinary folk!” - Dark Schneider. 
The ever humble Exploder Wizard, challenges his old army to 
prevent them from destroying the world, and, more 
importantly, because they threatened his girlfriend! 


FOLLOW THESE SIMPLE STEPS: 

1) Cut out or Copy this Ad 

2) Fill out your info, check off which great box 
sets you want, and grab some money 

3) Go to your favorite store 

4) Show them your cash or credit card and 
give this form to them 



CONSUMERS: 

If you have any problems, try another 
store or call Pioneer Customer Service 
at 1-800-515-7655. 

Check our our website at 
www.pioneeranimation.com 


Retailers: If you have any problems obtaining this product from your regular distributors, 
please call Pioneer Entertainment Sales at 1-800-515-7655 x5084 or x5083. 
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Emeraldas, will be greeted by much adulation 
throughout the anime fan base. And respectfully 
so. We often see rendered images in place of ani¬ 
mated ones, but seldom, if ever, will you see the 
two melded together as masterfully as you will in 
select scenes throughout this broad adventure. 
From ships to shields to smoke, new techniques 
are at work here to a stellar end. And besides the 


QUEEN EMERELDAS 

TOKYO 2040 

•1999 ADV FILMS (USA) 

SPECIAL FIRST LOOK PREVIEW! 

SCIENCE FICTION 


The second in our series of special previews is special 
indeed. An event in anime if you will. The Star Wars of 
animated space epics, Queen Emeraldas, secretes 
quality from the opening sequence to the end credits. 
Appearing in Galaxy Express 999 and Captain Harlock, 





































Still images do no justice to Queen Emeraldas. You can, 
however, capture a sense of the unique character designs 
that are quite unconventional. 






Burn, Baby! Burn! 
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Thousands of items • Contact us for Free Catalog 


www.animenation.com AnimeNation 

sales@ani rn eiiation.com 21919 US Highway 19 N 

888.my.anime • 727.796.7561 Clearwater, SI 31765 






































anime top 5 contest 
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D. Halverson advs R. Peters advs B. Atwell 

1. Master of Mosquiton ADV 1. Ninja Resurrection ADV 1. Perfect Blue Manga 

2. Queen Emeraldas ADV 2. Neon Gen. Evangelion ADV 2. Macross: Do You Remember Love 

3. Knights of Ramune Soft.Sculptors 3. Darkstalkers VIZ 3. Venus Wars US Manga 

4. Ninja Resurrection ADV 4. Ushio & Tora ADV 4. Porco Roso 

5. Ninja Cadets AnimeWorks 5. Ping Pong Club Soft.Sculptors5. Golden Boy ADV 


adv rums and gamers republic 


ft. 1 
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1. Akira Streamline 

2. Tie - Evangelion/Ninja Ressurection ADV 

3. Ninja Scroll Manga 

4. Ghost in the Shell Manga 

5. Sorcerer Hunters ADV 


r ^p5T PRIZE 

Nicholas Jose Diaz 

i Irvine, California 


—~ NO PRIZE 

Devin Applegate 

Patterson, California 


3 RED PRIZE 

Menelik Wilson 

Boston, Massachusetts 


Congratulations to this month’s winners! 


To enter the ADV/Gamers' Republic Top Five Anime Contest, simply send us a list of your 
favorite five anime, new or old. Make sure to include your name, address and age and send it 
to: Gamers' Republic Top Five Anime, 32123 Lindero Canyon Road, suite 218, Westlake Vil¬ 
lage, CA 91361. First prize will receive: A Sony PlayStation & Tekken 3, A Tekken 
Action Figure, The Tekken Movie From ADV, and a 1-YEAR Subscription to 
Gamers Republic. Second place will receive The Tekken movie, a Tekken action figure, and 
a 1-year subscription to GR, and third place will receive the Tekken Movie and a 1-year sub¬ 
scription. Good Luck everyone! For your free ADV catalog [and this is one cool catalog) write 
to: AD Vision, 5750 Blintiff #217, Houston. TX 77036. 


Gamers' Republic would like to thank ADV Films for their support. 


No purchase necessary. Void where prohibited. 
















Thrust Into the Thick 
of Battle! A Young Boy 
and a Secret Weapon 
Are Earth's Last Hope! 


In the year 0079 of the Universal Century, the Earth Federation and its space colonies 
are engaged in an apocalyptic war. The rebellious Duchy of Zeon, using humanoid 
fighting machines called mobile suits, has all but vanquished the Federation. Now the 
Federation’s last hope is the prototype mobile suit Gundam. When a twist of fate makes 
young civilian Amuro Ray the Gundam’s pilot, his own battle begins—a struggle not only 
for the Federation’s survival, but for his own. 




English Dubbed 

SRP $24.98 


©1981 SOTSU AGENCY • SUNRISE 
©1999 English adaptation produced by Bandai Entertainment, Inc. 


Fateful Meeting 

The adventure begins with a boy 
and girl drawn together by destiny! 

English Subtitled 

SRP $ 24.98 


GundamJack 

The Ultimate Weapon In The 
Hands Of The Ultimate Enemy! 
Episodes 1 -2 


English Dubbed 

SRP $ 19.98 


Into Battue, Albion 

Ambush! Ghosts of Zeon 
Past Arise Once More!! 
Episodes 3-4- 

English Dubbed 

SRP $ 19.98 


Wavering Emotions 

The boy’s hidden past surfaces 
amidst the unfolding battles... 

English Subtitled 

SRP $ 24.98 


©1996 SUNRISE *TX 

©1999 English adaptation produced by Bandai Entertainment, Inc. 


©1991 SOTSU AGENCY‘SUNRISE 

©1999 English adaptation produced by Bandai Entertainment, Inc 


MOBILE SUIT 









Distributed by: 


Produced by: 
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e All rights reserved Bandai Entertainment, Inc. 
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ssamune Stiirnw! 

•m new! 


TELLIL/5 WHAT 
WAIMT! 


GRA/VO PRIZE: 

Betti Bhdst //v T#-#e Shel-L. statues 
and all three Bhust //v T7-/e Sheel. 
aetien Figures, signed tig 
Masamune Shire w himselF! 

Plus a ene—gear suhseriptien 
te Barriers 1 Begutnlid 


EIRST PR/ZE: 

EJne set eF Bhust #/v T7-/j= 
Sheul- statues and a 
ene—gear subscripting 
te Barriers' Republic! 


\ / w- 


EEECIISJD PRIZE: 

EJne set eF Bhust //v the 
5heee actien Figures and 
a ene—gear subscriptien 
te Barriers' Republic! 


THIFUD PR/ZE 

Ten ene—gear subscriptions 
te Berners' 

Republic! 


ISMS 


MGamers* 

Republic 

V ™ COmPUTE" J| CONSOLE ENTEKTMNmENT MU5HZINE 

© 1998 Shirow Masamune/Kodensha Co., Ltd. 


Write geur name, address, age, and 
whg geu fave Bhoist //v the Bheoo en a 
pestcard and mail it te: 


Gmcjst //v the Sheel. Contest 
33133 t—indsm Cangctn Fid. 
Wastlaka Village*. CIA 31331 
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Welcome to the further 
adventures of McFarlane 
Toys, the benchmark 
company that helped . 
Spawn the current A 
action figure revolu- 
tion. The new Dark yn. 
Ages XIV look as hard- 4f 
core as ever. Pictured '\ 
left to right: The Scarlet 1 
Edge, Viper King, Iguanus 
and Tuskadon, The 
Necromancer and Spawn 
the Black Heart. 
Beautiful, all of them. / 


THE TENTH • SPAWN .DARK AGES • CRASH 


Tenth (bottom left), a 
Frankenstein-like creature 
(an evil scientist’s tenth 
attempt to create life) 
with reasoning skills, 
busts loose from the lab 
and gravitates towards a 
sexy young girl with magic 
powers, Esperanza (far 
left). Later, action figures 
are made! Cute girls and 
massive mutated mon¬ 
sters from ReSaurus. A 
stunning, great acquisi¬ 
tion! Look for the toy line 
this summer! 
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GR synthetics 


.JrfpHifl 

BA NDTCOOT 

With Crash Bandicoot Series 
2, ReSaurus continue their tra¬ 
dition of high-quality Crash fig¬ 
ures for purveyors of the bandi¬ 
coot everywhere. It’s good to 
see N-Gin again after I kicked 
his sorry arse in Crash and 
Crash 3! Also pictured are Deep 
Dive Crash, Moto Crash (motor¬ 
cycle not pictured). Wave 
Runner Coco and Dingo Dile. I 
beat him down too! Somewhere 
jason and the boyz at ND have 
to be awfully proud. 
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SEX, the GEX character and the related characters are trademarks of Crystal Dynamics. © 1999 Crystal Dynamics. Eidos Interactive is a trademark of EIDOS, PLC. © 1999 Eidos. ReSaurus and the ReSaurus logo are trademarks of ReSaurus Company, Inc. © 1999 ReSourus. All rights reserved. 


win Free stuff at uuu.eLdoslnteractlve.com 


uuu.resaurus.com 










GR synthetics 


The Gathering 


Somewhere Takuhi and Orion are sitting on 
the floor with these toys. From ReSaurus, 
Magic the Gathering is being 
v peeled from playing cards 
>-*( and molded into plastic con¬ 
fections. The Minotaur from 
* 42 ^- series 1 is joined by Orgg and 

Serra Angel. A second series will 
include Dakkon Blackblade, Juzam 
Djinn, and Soldevi 
Golem. Neat. 


Hoooaaaa... Bruce Lee lives on in 
these well-defined 7-inch fig¬ 
ures with 15 points of 
articulation and real 
fabric costumes, from Jr 
Toycom. Also available V 
is a stunning 12-inch 
model from the jjfw 
“Real Action 
Heroes” which Jig 
features 33 
points of articu- i V ■ 
lation and §/ | 
three 


snap 
on hand 
sets! Hi-Ya! 


m‘‘ 

Toycom’s impressive Gamera statue 
(available flying or fighting) from 
Gamera 3, in prepainted soft vinyl. 
Sculpted by Hideo Kawada, the new 
Gamera features a more turtle-like 
guise as he attempts to rise 
^ above the larger Godzilla 

franchise in japan. We’re I 
pulling for you, Gamera! 


Bone fans everywhere rise and 
shout halitosis, your favorite char¬ 
acters from the comic have 
arrived, and the ones you don’t 
see are coming in the next wave. 
From the left, it’s Fone Bone, 
Smiley Bone, and Rat Creature. 
Thorn’s on the way (as an exclu¬ 
sive through Diamond Comic 
Distributors) to polish off the 
series, jeff Smith’s bone is very 
popular... Can I 


Docking in stores now, Toycom’s ^ 
impressive Space Battleship 1 
Yamato (a die-cast/plastic hybrid) 
from Galaxy Express 999 features 
three mini space fighters, opening 
wings, and comes complete with a cool 
stand. And Queen Emeraldas statues 
are coming this summer! 
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• 15 Points of 
Articulation: 
the most on 
the market! 
Including 
Chest Articu¬ 
lation! 

9 Sof t ‘Dread- 
lock ” Hair 

• Glow-in-the- 
Dark Skulls 
and Bone 
mask 

• Production 
strictly Limit¬ 
ed 


drought to you bv: pjIAT JiXT 

Wholesale 

36 ^ 438-3406 ' Ovutoocaam 


Coming Late 
June to a 
Store Sear You! I 


CRYSTAL 


Setting Sew Action Figure Standards 

Crystal Dynamics, the Crystal Dynamics logo, the GEX character, Akuji the Heartless and related characters are trademarks of Crystal Dynamics. © 1999 Crystal Dynamics. All Rights Reserved. 







TOYCOM INC. PRESENTS 



ACTION FIGURES 

Transmission 
Intercepted-- - 


replicated figuresn 
notoko "Major" Kusanagi 
n two fantastic poses--- 

••incredible detail--- 

measuring Iflcm (7-1 in) tall- 

•■■limited production run--- 


To You 


© 1998 Shirow Masamune/Kodensha Co., Ltd./Production l*G © 1998 Sony Computer Entertainment Inc. 


Retailers Call: 
Tel: 818-901-2133 
Fax: 818-901-2134 


































Bk / The movie that raises your testosterone level as \ 

Hp / you watch it, and I now regard as one of the greatest \ 

/ science fiction features of all time, has left ^ 

/ behind a sweet little by-product in the shape of a I 
/ CD. Although the Matrix soundtrack obviously has E[j§l 
/ a couple of token tracks on it meant to push more WV , *3 

/ out the door (Marilyn’s "Rock is dead" plays in the ^4 

/ commercial and end credits only), it is on the whole a 
/ kick-ass compilation. Including tracks from Prodigy, Pro- 
peller Heads, Rage Against the Machine, Ministry, Meat Beat :ngf jnMiVwI 
/ Manifesto, Rob D, and Lunatic Calm, at the very least you’re 
/ bound to hear some new sounds worth investigating. For me, HH 
Rob Zombie’s "Dragula" remix, Rammstein’s "Du Hast" and Mon¬ 
ster Magnet’s " Look to Your Orb for the Warning" make it all good. For what it’s worth, the sleeve 
design is excellent too, depicting Keanu, Larry, and uberbabe Carrie-Ann Moss doing what they / 
\ do. For the record, the Matrix recorded the biggest April debut ever, raking in an impres- / 
\ sive $37 million its first week (whoa) followed by an impressive $22 million for week / 

\ two. Big-budget sci-fi has been in search of some respect - looks like it found / 

\ some. Look for the follow-up story (in comic-book form) at the film’s website / 

\ (www.whatisthematrix.com) and rejoice in the fact that the Wachowski / 

\ brothers are thinking trilogy. / 

Dave Halverson 

\ v 

\ Warner Brothers, Domestic / 


Sai-So means “reborn,” and with this release \ 

I Kodo’s material has indeed been given new life. \ 

I For those who haven’t encountered Kodo in their \ 

I musical travels, it is the massive Japanese collec-\ 

I tive who perform almost exclusively with traditional \ 

, drums and percussives. Their live shows are incredible \ 

[V - displays of skill and showmanship. DJs have sampled \ 

L Kodo’s sound for over a decade, so the Japanese ensem- \ 

bles decided to officially release the original Ibuki tapes \ 
RSn (their gorgeous ’96 album) to a select few talented DJs and \ 
producers. The resulting remix collection is an eclectic mix of\ 
sounds that roam directly through the source material, embrac-\ 

/ ing every component in beats and pieces that are never too derivative or similar. Take\ 
/ Kevin Yost’s “Deep & Ethnic Mix,” for example. Through intelligent, selective use of Moto-\ 
fumi Yamaguchi’s “The Hunted,” it rolls through gentle sequences of soothing spatial bass and 
subtle break loops while a light-hearted xylophone trickles its serenade across the rhythm 
V line. There’s “Wax On,” an energetic beast loaded with Kodo’s ethnic samples, yet heavily J 
\ manipulated to flow amongst wickedly funky guitar hooks. One particular remix on Sai- / 
\ So - truly a profoundly peaceful excursion - is provided by ambient master Bill / 

\ Laswell. Based on Tetsuro Naito’s original track work, with inspiration from Yam- / 

\ aguchi-san’s title track “Ibuki,” his masterful bass and space molds “Nana- / 

\ fushi” into a lulling nine-minute epic. And while Sai-So contains slightly / 

\ lackluster remixes, such as Strobe’s take on “Nanafushi,” it is a fine / 

\ contemporary compliment to the incomparable legends of Kodo. / 

\ Mike Griffin / 


Sony Music/RED, Domestic 


learners 1 republic aurai review 


music reviews 


GR-Raymond, when did you start playing games? 

Raymond: When I was seven years old, back with the 
2600. Back in the day! I had the 5200 for about a week 
and a half when my friend went away to the mountains, I 
had the Intellivision, Colecovision, and I even had the lit¬ 
tle Vectrex, remember that? Oh, and the Nintendo, the 
Genesis...I've had everything except the Commodore 64, 
the Atari 800, or the Vic 20. 


GR- And what are some of your favorite classics from 
"back in the day"? 

Raymond: Some of my favorite games? Oh man...Burger¬ 
time! [Room erupts in laughter, with comments like "Are 
you surprised?"] Asteroids was awesome too. I used to 
practice all day. Yeah, and Track & Field...remember the 
pencil trick? Just put a pencil in between your fingers and 
tap-tap back and forth! 


GR- So how did you guys get together? 

Raymond: The band got together in LA. I'm from Leisure 
Valley, but born and raised in LA Dino's from ElCentro, 
very near the Mexican border. Christian here, I think he's 
from Brussels? No, it's Belgium, that’s right. So everyone 
sort of got together in LA, in October of 1990. 


GR- Have you ever worked together in the past, pre-Fear 
Factory? 

Raymond: A couple of us were in a band once called 
Ulceration. It was more of a slow, cjark, industrial sound. 
We were in another band too, but I can't tell you the 
name of it. 


GR- Why, was it Buttrock or something? [Explosion of 
laughter ensues.] 

Raymond: No, no! It was like hard punk stuff. 

Christian: They saw me playing upright one time, and 
they thought I was a bass player. I wasn't really a guitar 
player at that point though. I was just on vacation in LA, 
hanging out with Biohazard, and when these guys met 
me they said they knew a band for me. I said, "Cool" and 
they said, "You're in, you're in!" 

Raymond: The rest of the group was introduced to Chris¬ 
tian in a bar. The only question we asked is, "Can you 
triple pick?" [laughter] That's all we needed to know! 


GR- How did you become involved with all this video 
game stuff? 

Raymond: I worked at a video game store. Game Dude- 














































Tommy Tallarico/Fear Factory behind-the 


As PROMISED , WE*RE BACK WITH PART 2 OF OUR 
SCENE INTERVIEW. THIS TIME WE SIT DOWN FOR AN ULTRA-CANDID (HELL, l*D JUST CALL IT HANGING 
OUT) INTERVIEW WITH THE HARDCORE GROUP FEAR FACTORY. ALONG WITH TOMMY T., THESE GUYS 
WERE TOILING AWAY ON A BRAND NEW SOUNDTRACK FOR ACCOLADE*S DEMOLITION RACER. 


GR- What's your favorite game right now? 

Raymond: Believe it or not, right now it's probably Knockout Kings. 
It's like the only decent boxing game right now, since I had Dynamite 
Boxing (a.k.a.) Contender a year ago, and it isn't too good. I need box¬ 
ing games. 


GR- Game Dude , really? We know some people who used to work 
there. We used to work with them at another magazine before we left 
to start GR... 

Raymond: Yeah, I know one of those guys. I know that magazine too. 
You know, Tommy [Tallarico] introduced me to your boss at E3 last 
year... Halverson, right? Yeah, he was a cool guy. We were there for the 
Messiah show... 


GR- Are you a big import gamer too? 

Raymond- Yeah, but the last one I enjoyed was probably Bust a Move, 
the dance game. We play mostly American games that are easier to 
get anytime, like NFL Blitz. We play that one a lot. 


GR- But you don't work at Game Dude anymore , right? 

[Laughter] Raymond: No, I haven't worked there for a while now, 
maybe three years. I used to work one or two days every now and then 
and I was paid with credit. So I worked for games, basically. I'd come 
off tours and do that, just to get my games! 


GR- Do you guys have systems on the tour bus to play? 

Raymond: Yeah, we have PlayStations. Those buses are like a living 
room. I'll play games until 6:00 in the morning, get up at 4:00 in the 
afternoon. We'll play games during the whole tour. 

Christian: O.K., check this out: one time Ray was putting codes in for 
two weeks straight with his Game Shark! He had lines of code every¬ 
where! Then his card fucks-up, and he loses everything [laughter]. 
Raymond: Yeah, that Gran Turismo All Cars code killed my Game Shark 
[laughs]. On one of our tours I had my Neo Geo though. The games on 
that, King of Fighters, Samurai Shodown, they're such killer games! 
We killed that one though, played it to death. The Neo Geo is really 
good for what it was, and so is the 3DO. 


GR- How many games do you have in your personal collection? 

Raymond: I have 333 games right now, exactly. 


GR- Damn! So what other games have you worked on? 

Raymond: NFLXtreme, Carmageddon PC, and PS version soon, Car- 
mageddon 2 PS version, Test Drive 5, Test Drive Off Road 2, and Mes¬ 
siah...whenever that one comes out [laughs]. Oh, and there's Turok 2, 
but not really. They ripped us off! Some of the music sounds a lot like 
Fear Factory though, for real. I know the guy at Iguana, right. So I was 
down there checking out their South Park game back when it was in 
development, and they told me, "Turok 2's almost done, and the guys 
want to show it to you," so they did. When I saw it playing it had no 
sound, and they said it wasn't done yet, but the game was a month 
away from coming out! So when the game came out and I heard some 
of the music sounding so much like us I was like, "Oh my god!" It's 
funny 'cause one of the guys that did the game likes Fear Factory a GR- How about Dreamcast? Are you going to get one? 

lot... Raymond: I was gonna' get one, but I'll wait until I get one for free, 

heh. I've just heard a lot of mixed things about the Dreamcast. I know 
GR- So Raymond , you're definitely the most hardcore gamer in the the internet system is different over in Japan so I'd have to buy a 

band? whole new Dreamcast when it comes over here anyway. Sonic is real- 

Raymond: Oh, for sure. But the other guys play games too, likeTekken ly tight though, but VF3 still looks better in the arcade and so does 

3, Tomb Raider 3, and other stuff. We each have our favorite genre. Rally 2 .1 don't understand it, but hey, I'm not the one making games, 

One of us is all about shooters, one of us likes adventure stuff, and I right? 

play everything. _ 


GR- You had a 3DO?! 

Raymond: Yeah, I'm telling you, I had all the systems. 3DO had FIFA 
Soccer and Madden...those were so good. Actually, I didn't have the 
jaguar, but I know that Alien vs. Predator was killer for the time. 


Thanks to master drummer and gamer Raymond Herrera and 

THE REST OF FEAR FACTORY FOR THEIR TIME AND ALL THEIR QUALITY 
ANSWERS. WE HOPE TO HEAR YOU IN GAMES FOR YEARS TO COME. 

Good luck! 
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Play as Carbunkle 

Complete the story mode. Pass the ranking screen after the credits 
and select free play or versus. Hold R and press Y and move to the 
left of Satan or the right ofScheze at the character select screen. 


second mode 
Championship M 
remove mirrors 
number of cars 


60 frames per 

Complete the 
should now i 
decrease the 
frame rate to 6 

Bonus pace ca 
Complete thei t 
NSX, B‘ 


Play as Dopple Aruru 

Complete story mode, pass the ranking screen after the credits, and 
select free play or versus mode. Hold L and press V, then move to the 
left of Satan or the right ofScheze at the character select screen. 


Hidden artwork 

Place the game disc in a Mac or PC CD-ROM to find images from the 
game in the Omake folder. You f ll also find a couple of WAV format 
sound files. 


Mad mode 

Complete the game three times and save. Start a new game with the 
save file and “Mad Mode ” should appear next to the health bar. In this 
mode, 200 Hassy Drinks, all weapons (including the ray gun) and full 
ammunition will be available. 
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STAR WARS: The Phantom Menace Rated PG 

Twentieth Century Fox In theaters May 19 


You already know what’s up, so here’s the unconventional news: 

Lucasfilm, working with Cinecomm Digital Cinema and Texas instruments, 
plans to install a new digital projector technology at four theaters, presum¬ 
ably in LA and New York, using The Phantom Menace to usher moviegoers 
into the digital age. Unfortunately, no one’s speculating which theaters... 

Tickets are on sale now for a May 16 advance screening in a dozen cities 
across the U.S., and all are planned to benefit charities from sea to shining 
sea. For instance, in L.A., proceeds will go to the Elizabeth Glaser Pediatric 
AIDS Foundation. Of course, tickets range in price from $5000425000 for the 
screening and after-party, so that leaves me out. 

And finally, John Pierson may be the first official person in line for tickets. 
He set up camp outside of the 
Zeigfield theater in Manhattan early 
April, partly to draw press for the new 
season of his series Split Screen on 
the Independent Film Channel 
(www.ifctv.com). Seems to be work¬ 
ing; he got mentioned here, anyway. 

And if he’s at the front of the line, I’m 
sure I’ll be at the back, as usual. I’ll 
see you there. 



: 

- 

*v 

_/ 




Todd McFarlane’s Spawn animated series 
enters its third season this month, and GR 
received an advance copy of the first two 
shows for the new season. Based on these 
shows, they’re on track for another great 
season. The stories are compelling and 
move Spawn’s story along in some great 
directions, providing further glimpses into 
Al Simmons’ past and Spawn’s possible future. In episode 13, Spawn is 
shown his life thus far in the metaphor of some focal up-and-coming street 
hoods in his neighborhood, and is shown how every decis on can lead closer 
to salvation or further toward hell. Episode 14 focuses on Detective Twitch 
Williams, as he learns more about Spawn’s true identity; while 1 saw the end¬ 
ing coming, I didn’t think the writers would actually do it. Do what? Watch it! 

For the uninitiated, these cartoons are 
aimed at adults, and are full of violence, 
harsh language, and suggestive themes, 
which is why it airs iate-nights on H BO. But 
the writing and direction are worth staying 
up for (or taping); McFarlane & co. deliver 
the goods again. 

Third Season premieres May 23 


July 26, 1928-March 7, 1999 


IN MEMORY: Stanley Kubrick 


It was with great sadness and surprise that the 
news of Stanley Kubrick’s death made its way 
around the world on March 8,1999. The legendary 
writer/director/producer was 70 when he died of 
natural causes at his home in the United Kingdom. 

The Brooklyn native had practically finished cutting 
his final work, the psychosexual thriller Eyes Wide 
Shut (due July 16) with Tom Cruise and Nicole Kid¬ 
man, and had just screened it for the stars and two 
Warner executives. 

Kubrick’s legacy began in 1951 with his first film, a 
16 minute documentary called The Day of the Fight. 

He followed this with two more documentaries 
before filming his first feature, Fear and Desire. It wasn’t until 1957’s Paths of Glory with 
Kirk Douglas that Kubrick’s genius as a filmmaker could be glimpsed in what has been 
regarded as one of the best anti-war films of all time. He followed this with the epic Spar- 
tacus, again with Douglas, and in 1962, an adaptation of Nabakov’s Lolita. Then in 1964, 
Kubrick hit with the hilariously dark and brilliant cold war satire Dr. Strangelove, and after 
that, perhaps his best known work, the mind-blowing 2001: A Space Odyssey. His next 
film was an adaptation of Anthony Burgess’A Clockwork Orange, a film that Kubrick vol¬ 
untarily banned from screening in the UK because of his concerns that the filmed acts of 
“ultra-violence” might be acted out by unstable lads. Next was Barry Lyndon, a beautiful 
period piece, which stood in sharp contrast to his 1980 effort, a haunting and surreal 
adaptation of Stephen King’s The Shining. Following a seven-year absence from film- 
making, Kubrick released Full Metal Jacket, a chilling glimpse into the art of turning 
humans into killing machines. Sadly, Kubrick would not make another film until this 
year’s Eyes Wide Shut, but early reports indicate the filmmaker was uncharacteristically 
pleased with the end result. However it turns out, cinema has lost one its last true artists, 
a man capable of creating the illusion of entire, self-contained worlds on strips of cellu¬ 
loid. He will be sorely missed. -M. Hobbs 


THE CUTTING ROOM FLOOR 

• THE WORLD ACCORDING TO BOND: Word has it that the nineteenth film in 
the James Bond series. The World is Not Enough, has signed on a new pack of 
Bond girls: Sophie Marceau, Denise Richards, and Denise Van Outen. As if I 
wasn’t planning on going already... Also, supposedly “Sporty Spice” Mel C will 
be singing the title track. Apparently they decided “Wannabe” wouldn’t make 
it as a film title... • MISSION: IMPROBABLE: Production on John Woo’s sequel 
to Mission: Impossible has been delayed, and rumor has it that the script is 
being re-worked. Now why didn’t they think of that for the first one? • GET 
ANIMATED: Not only can we look forward to South Park on the big screen 
(June 18!), but Matt Groening has hinted at a possible Simpsons movie in the 
works. Your fans have high hopes for this project, Mr. G, but we’re also confi¬ 
dent that you can do it! • RAG TAG FLEET, PART 2: It looks like the Battlestar 
Galactica movie is on schedule to start production in September; they’ve got 
a budget, a writer, a producer (or two), an effects house, and a location. And 
hopefully they’ll have a story. By the way, the answers are: $40 million, Mike 
Finch, Todd Moyer (and Glen A. Larson), No Prisoners, and Luxembourg. This 
will be on the test. • AFTER THE WARS: Planet of the Apes. Summer 2001. 
’Nuff said. • Rob Zombie (y’know, from White Zombie? The band?) was slated 
to direct the next Crow installment, but alas, it is not to be. The Crow movie, 
not Zombie... Anyhoo, he’s now signed on with New Line Cinema to write and 
direct The Legend of the 13 Graves. D’ya suppose it’ll be a horror flick? Zom¬ 
bie-style! • TAKE OFF, YOU HOSER: Bob 8c Doug McKenzie (Rick Moranis and 
Dave Thomas) are back in the long-awaited sequel to Strange Brew, titled 
Home Brew, eh?, and word is that Dan Ackroyd will make an appearance as 
well. Pretty coot, eh? • ALIENS ON THE RADAR: It’s been 20 years since my 
dad took me to see my first scare-the-crap-outta-me movie. Alien, and in 
honor of this anniversary, 20th Century Fox is releasing digitally remastered, 

1 THX certified editions of the line of movies: 
jM I Alien, Aliens, Alien 3, and Alien Resurrection, 
M'-' on DVD and VHS. Look for bonus footage, 

theatrical trailers, and special documen- 
-m! L' s Cy taries P ac ked into these special editions, 
f Extra underpants not included. 
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GameMadness.com 

foil’ll find the newest and largest selections of Dreamcast™ 
games and accessories for the lowest price. Also, check out 
he latest released games and our most innovative accessory 
ines for PlayStation™, Nintendo 64™, and Saturn™. 



NINTENDO 64 


For orders and inquires, call: ( 626 ) 965-6891 
Mail your order to: P.O. Box 8220 

Rowland Heights, CA 91748 




Dreamcast System 


DC VMS 


DC Gun 


DC Controller 


ystem lncludes:1 Controller, 
,/C & A/V cables. 

Modem not included. 


DC Arcade Stick 


or a complete listing of 
reamcast, Playstation, 

64, and Saturn games and 
ccessories, send $1.00 for 
urrent catalog. 


DC Puru Puru Pack 



$ 29. 95 




DC S-VHS 



MARVEL vs. CAPCOM 

POWER STONE 

HOUSE of THE DEAD 

GET BASS FISHING 

BLUE STINGER 


’ Bfc J 



1 

IP- \ %. 

i\Sbs 



Price: $47.95 

Price: $47.95 

Price: $89.95 
w/ Gun 


Price: $89.95 
w/ Fishing Rod 

Price: $47.95 






)99 GameMadness.com. All Rights Reserved. Dreamcast, PlayStation, Nintendo 64, and Saturn logos are trademarks of their respective companies. Prices are subjected to change with notice and all sales are final, No Refunds. 
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Should you wish to put pen to paper (or finger to keyboard), please write to: 

Fallout, Gamers’ Republic, 32123 Lindero Canyon Road, Suite 218, 
Westlake Village, CA 91361 USA (editorial@gamersrepublic.com). 


Dear GR, 

I'm a very die-hard video game player-I've 
been playing video games probably before 
I could read or write. I have had every sys¬ 
tem under the sun and by no means am I 
biased towards any system, except for the 
older generation Sega systems like the 
Genesis, 32X and Sega CD. I noticed that in 
about a week I became very bored with all 
the games I had, and I had tons of games, 
so I became fed up with Sega. About a 
month ago I was going in to my favorite 
store in the mall (EB) and my friend, the 
Manager ; told me he wanted to show me 
something. I wondered, “What could it 
be?” Then he said', u l just received a Japan¬ 
ese Sega Dreamcast,” and he was like, 
“Do ya wanna check it out?” I was curious, 
although I don't like Sega. He popped in 
Sega Rally and I immediately became 
excited for some strange reason, as I was 
finding myself getting into racing games 
again! It's like something jumped up and 
bit me in the ass, saying, this is too sweet 
to be true. It was so life-like. A few days 
later he showed me Power Stone, which 
was awesome as well, and so I bought a 
Japanese Dreamcast with four games. I 
really hope the money I shelled out was 
not wasted. Here are some questions I 
need to ask: 

1. Is your magazine going to cover the 
Dreamcast over the long haul? 

2. Do you think I wasted my money on a 
Japanese version instead of waiting for the 
U.S. release? 

3. There's a rumor about a converter com¬ 
ing out to play U.S. games on the Japanese 
system. Is it true? 

4. Is there any difference between the 
Japanese and American DC? 

Also, I'd like to add that I hope Sega does¬ 
n't create a few great games and then fall 
off... 

Richard J. Provost II 

Richard, 

First of all, how on earth did you get bored 
of the Genesis? Did you play Gunstar 
Heroes, Ranger X, Sonic 1 or 2, Monster 
World IV, Revenge of Shinobi, or Dynamite 
Headdy, to name about 2 percent of the 
greats? Regardless, it's good to see you 
found your way back. Now lets have at 
those questions... 


'ill cover the Dreamcast as long as it 
is not only out, but existing on the planet. 

2. It depends on your financial situation. If 
you had the expendable cash, you made a 
good buy. If you had to sell the dog, maybe 
you didn't do so hot. 

3. Taiwan always finds a way, although this 
time it may be a little tricky. 

4. The Japanese system comes with a built- 
in modem, and we're not sure if SOA are 
going to include it or sell it separately. Oth¬ 
erwise, no. 

5. As for Sega sputtering, well, they are seri¬ 
ous about seeing this thing through all the 
way. They have a dedicated staff and PR, 
good support, wonderful hardware and a 
head start. And they have us. Now all they 
need to do is make the developers happy 
and deliver the games. 

Dear GR, 

DC Rocks! There is no such thing as too 
much Dreamcast news! You seem to really 
have a strong grip on Sega's new super 
system, so keep it up! A lot of people like 
me are just starting to perk up our interest 
on this new platform, so I'm relying on you 
guys to fill me sick with every bit and piece 
of Dreamcast pics and news you can 
muster! 

Noel Goodman 
Willaimsburg Va. 


Dear GR, 

Your mag speaks for itself, so I'll get right 
to it. Will Capcom make the following 
games for N64: 

Resident Evil, Street Fighter, Megaman. 
Also, will Square make any games for the 
64? 

A. Atlumeidan 
Saudi Arabia 

Dear A, 

Capcom have announced a version of Resi¬ 
dent Evil 2 for N64, but it is unlikely that 
they will announce any more this late in the 
game. If they were to start a 64 game now, 
the new Nintendo system would be too 
close by the time it came out. I know, it's 
been strange, a Nintendo system without 
Capcom. I think it sucks. Square will not 
develop on the cartridge format. Perhaps 


the next Nintendo ma> 
support. 


DearGR, 

I hope that you guys read this and pass it 
on to Konami, because I think it's a good 
idea. I think Konami should do a remake of 
the original Metal Gear games. They could 
make it exactly like the original, but with 
updated graphics. This would be good, 
because new Metal Gear fans would be 
able to experience Metal Gear and MG2 
Solid Snake. 

Joe Richy 


Dear GR, 

OK, this letter is mostly meant to ad anoth¬ 
er sheet of paper to my fan art submission, 
because just having a couple pieces of fan 
art with no letter looks silly if you ask me. 
Thanks for looking. 

Joe Allegrezza 

Joe, 

Dude, you have the skills! 
























YOUR #1 SOURCE OF AMERICAN ANO JAPANESE UIREI CAMES 


NINTENDO 64 
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IMPORT 



Smash Brother 
Brave Spirits 2 
Ultra Snow Board Kid 
Wonder Project J 2 
Augusta Golf 98 
Pikachu Genkidechu 
Doraemon 2 
Sumo 2 

Powerful Baseball 6 
Super Bowling 
Pro-Baseball 6 

Please call lor any titles not 
listed above. 


Pokemon Stadium $64 

u.s. 

Duke Nukem: Zero Hour 
California Speed 
Quake 2 

Beetla ADV Racing 
Rampage Universal Tour 
Super Smash Brother 64 
Chameleon 2 
Star War Racer 
Gex 3: Deep Cover 
Jet Force Gemini 
Hybrid Heaven 

Now you can play import N64 games on U.S. 
N64 system with N64 converter $15 



Shining Force 3 III $49 Radiant Silver Gun $54 Saturn converter $15 


IMPORT 

Dungeons Dragon 
Capcom Generation Vol. 1-5 
SakuraWar2 
Evangelion S.G.F. 

Real Bout F.F. Collection 
X-Menvs. SF 
Grandia 

King Of Fighter Collection 
Macross 

Phantasy Star Collection 
Striker 1945II 
Pia Carrot 2 


GameBoy(import) 
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Pokemon Yellow $39 Pokemon Card Battle $39 


if 


Final Fantasy VIII $39 
Original Soundtrack 
4CDs set 



(CM, Tifa,Aeritti,Barrettset of 4) 
Vincent $10/ea. 

8” Macross Action Figure (vol 1-12) $19/Ea 
8” Evangelion Action Figure $19/Ea 
3” Rockman Action Figure $15/Ea 
Please call for Pokemon Merchandise. 

Please call for Final Fantasy 8 Merchandise 


Dreamcast. 


Climax Landers 
Aero Dancing 
King Of Fighters 98 
D2 

Geist Force 
Pop’N Music 



Blue Stinger $54 


Godzilla Generations $54 Incoming $54 July $49 



Elemental Gimmick Gear 


Mahjon 

House of Dead 2 $95 White Illumination 


(with gun) 


Real Sound 




I IoEbtiM! 'll*’' 

Monaco Grand Prix 2 $45 Tetris 40 $49 SengokuTurb $54 Evolution $54 



Psychic Force $54 Virtua Fighter 3 $54 Super Speed Racing $49 Aero Dancing $54 Power Stone $54 Sega Rally 2 $54 




I 



Deep Freeze $59 


Bomber Man $54 

IMPORT 

Super Robot War F Complete 

Gundam Char’s Counter Attack 

Macross 2 

Final Fantasy 8 

Final Fantasy Collection 

Chocobo Racing 

The King of Fighters 98 

Ace Combat 3 

Bloody Roar 2 

Langrisser 5 Final Ed. 

Beatmania 

Capcom Gen. V. 1-5 

Last Blade 

Eretzvaju Last Battle 

Densya De Go! 2 

Sega Frontier 2 

Cotton Original 

Devil Summoner Soul Hackers 
Bust Move 2 
Omega Boost 
Cyber Orgue 


Chocobo Dungeon 2 $59 

U.s. 

GEX 3: Deep Cover 
Lunar: Silver Star 
Need for Speed 4 
Messiah 

Legacy of Kain 2 
Rampage Univ. Tour 
Carmegeddon 2 
Point Blank 2 
3 Extreme 
Ridge Racer Type 4 
Shao Lin 
Croc 2 
Quake 2 
Warzone 2100 
Street Fighter Alpha 3 Capcom Generation 5 $59 
WWF: Attitude 





PSX VCD Adaptor $59 


The King of Fighters 98 $59 


CCLQR NEO GEO POCKET 

Color King Of Fighters R2 
Color Pocket Tennis 
Color Neo Dragon’s Wild 
Color Neo Cherry Mast 
Color Baseball Star 
Color Puzzle 

NEO GEQ CART/CD 

Metal Slug 2 
Last Blade 2 
King Of Fighters 98 

NEO GEO Pocket 

Pocket King of Fighter R-1 
Pocket Chess 
Pocket Tennis 
Pocket Neo Geo Cup’98 
Pocket Baseball Stars 
Pocket Samurai Spirits 



Sailor Moon 
Action 


Sailor Moon 
Dragon Ballz 
Yu Yu Hakusho 2 
Bomberman 5 
Rockman & Forte 


SECRET OF MANA 3 $59 RANMA1/2$39 


ner; 

SaiiorDoll$22/Ea 
’( 3"PaciiiCu1e$8/Ea 
PlayingWEa 
WallScroll$15/Ea 


Volume. 1-42 Price From $~12 or up - 


SUPER BATTLE COLLECTION 
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I MI Ml Ml Ml MI M 7 


SUPER BATTLE COLLECTION 
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SUPER BATTLE COLLECTION 

m-a m-n wta mnnuH vna maun iu mis mm wt: 


CURED DATTIC PflllCPTIflll 



ra.a win mu ret.a win nu> n m mm rnw raui 


WE ALSO CARRY POSTERS, NOVELTIES, WALL SCROLLS, AND 


GAME MUSIC CDS 


QKDSR HOT LIME* 

.626-281-9282 


Dealer & wholesalers welcome! cod 

710-1 W. Las Tunas, San Gabriel, CA 91776 • Fax: 626 - 458-6845 


MasterCard 




















































































































OFFERING M OPPORTUNITY TO: 

DEVELOP FOR NINTENDO'S NEXT GENERATION SYSTEM 


TOOLS PROGRAMMERS 


EARN AN EXCELLENT SALARY AND BENEFITS 


30 ARTISTS 


WORK WITH THE BEST AND BRIGHTEST IN THE INDUSTRY CHARACTER ANIMATORS 

WORK IN A NEW STATE-OF TNE ARE FACILITY SP0RTS GAME SeSIGNERS 

LIVE IN AUSTIN, TEXAS A CITY KNOWN FOR ITS QUALITY OF LIFE PROJECT MANAGERS 

t— > mmm ani mm mm tt* 

RETRO STUDIOS, DEPT. GR, 3410 FAR WEST BLVO. SUITE 300, AUSTIN, TEXAS 78731 
I_E-MAIL: JOBS.GR@RETROSTUDIOS.COM WWW.BETBOSTUDIOS.COM _ 



□C Packages $=309 

Blue Btinger 

Get Bass 

Marvel vs. BE 

House of the Dead B 

VMS 

Racing Wheel 
Morel 


1 cn PORTS 

IMPORT GAMES, SYSTTMS, ECT 


Advanced Imports Inc. specialises in the rare and 
hard-to-find items. Be sure to visit our web site as 
we change it constantly! 


MIO-EdT'&i-OE.T’O 
PHONG: (lOam to bpm EBT) 


HIO-TBH-HO^M 
EAX (BH Hours a Day) 


• Converters 

• Gundam Models 

• MUCH MORG 


WEB BITE 

www.advancedimports.com 


New/Used Baturn 
White Baturn Bys 
Package Deals 
BVideo Cables 
Games . 

Accessories ( 


OTHER ITEMB: 

• PC Engine Duo R 

• PC EX 

• Neo Geo CD(Z) 

• Accessories 





























SONY SATURN N64 DREAMCAST SNES GENESIS NES 

VIDEO GAMES 

ANIME/VIDEOGAME MERCHANDISE 

CD MUSIC SOUNDTRACKS • ARTBOOKS 
DVD • TOYS • MODELS • WALLSCROLLS 

Sonic Adventure • Blue Stinger • 

House of the Dead 2 • Unjammer Lammy • 

Final Fantasy 8 • Sega Rally 2 • Ehrgeiz • 

Ridge Racer 4 • PowerStone • Marvel vs Capcom • 
Marvel vs Streetfighter • Dungeons 8c Dragons 
Collection • Metal Slug • Radiant Silvergun • 


DREAMCAST SYSTEMS AND 


SOFTWARE NOW AVAILABLE! 


DE WEB 


W. CART-MflRT. COM 

IT SEtl NEW IISEIDOMESDCIMPIRI 


Vampire Savior • Silent Hill • Mario Party • Legacy of 


Kain 2 • Syphon Filter • Smash Brothers • 


Castlevania 64 • Zelda 64 • and MANY MORE! 

“GET IT FROM THE PEOPLE WHO PLAY GAMES!" 


COMPLETE LISTING OF ALL MERCHANDISE 
UPDATED DAILY ON THE WEB! 


:art-Mart Illustrated by Long Vo 

129 Wiley Blvd. S.W. www.scrolLsimplenet.com 

,edar Rapids, IA 52404 All characters depicted are 
319) 396-3046 properties of their respective 

creators 
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Nintendo 64 


HUi 


All trademarks/tradenames are properties of their respective owners. CA res. add 8.5% 
sales tax. All sales final. Price and availability subject to change without notice. 





























.and the recording 


MAGIX gives you the power to create music like the world's top recording artists, 
industry would have you think it takes musical genius and only a select tew can compose and become 
artists. That's funny! MAGIX has made it simple - there's no experience required. 


MAGIX l^pU 
add-on'sVf 1 

Each MAGIX 
soundpool or Jr 

videopool 
contains digital- 
ly recorded 
samples in 
your favorite 
style of music or 
video. More than 
ten "royalty free" 
samples to choose from 

$1 3.99 ea. 


Toll Free - 24 hrs - We know you're awake! 


MAGIX 

music studio VSOOO 
A tool for the music professional 
that puts the power of a studio on 
your home PC. There's a high 
performance sequencer with 128 
MIDI- and 8 audio tracks, and an 
8-track hard disk recording system 
with numerous effects and editing 
functions. $49.99 ea 


MAGIX 

music maker VSOOO 

The world's top selling music 
creation software! Like an artist 
choosing colors from a palette, 
drag and drop digitally recorded 
samples onto a 16 track arranger. 
Over 1600 sound, video and 
graphic files are waiting to be 
unleashed. $39.99 ea 


MAGIX 

Live Act VSOOO 

MAGIX Live Act transforms your PC 
into a completely new and pulsating 
live instrument. Play in your house, 
at a party or live on stage. Three 
levels of audio-visual performance 
& more than 700 music and video 
files. The possibilities are endless. 

$49.99 ea 


http ://www. magix. net 


$5.00 U.P.S. Shipping and Handling 








, All rights reserved. Used under autl 3 
jemark of Nintendo of America Inc. <c 
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coming next month 



mmmnmm me xt unn 




fill the Dreamcast steal the show? Will Sony flex their new muscle and preview the PSY? 
Will Nintendo ever release Conkers Quest? These questions and more will be answered 
next month when we bring you coverage of the second E3 from Los Angeles, California. Free 
from the sweaty bondage of foul Atlanta weather ; we will gratefully brave the mean streets of 
LA (uh, Pm staying indoors) to bring you all the news and views from the show floor. Since I 
have some free space after my witty jargon, here’s a couple of show predictions forya... There 
will be scantily clothed females everywhere, Sony and Nintendo will have really crowded par¬ 
ties, the air conditioning will be on but you won't be able feel it, and the seven dollar ham¬ 
burgers will still taste like cardboard. Join us next month to see how I did. Until then , / bid thee 
farewell , and good gaming! 



ETMIEET fill WE EMB33 















Direct all Inquires & Payments to the GE Headquarters at: 126 W. 32nd St., New York, NY 10001 
Tel. 212-290-0031 Fax. 212-290-0432 OVER 2500 TITLES IN STOCK, LOWEST PRICES 







Hot & Upcoming Titlcis 


NINTENDO 64 

it 


US N64 Titles 

Duke Nukem:Zero hour 
Gauntlet Legends 
Rayman 2 

Star Wars Episode 1:Racer 
Gex 3 

Hybrid Heaven 
Pokemon Snap 
Superman 
Shadowgate 64 
WWF Attitude 


Virtua Fighter 3tb 
Godzilla Generations 
Get Bass 

King of Fighters 99 
Undercover 2025 A..D.Kei 
Evolution 
Seventh Cross 
Buggy Heat 
Pop n Music 
Snenmue 

Psychic Force 2012 
Puyo Puyo 
Blue Stinger 
Marvel vs Capcom 
House of the Dead 2 
White Illumination 
Elemental Gimmick Gear 
Climax Landers 
Super Speed Racing 
Monaco Racing 


US PlayStation Titles 

Bloody Roar 2 

Broken Sword:Smoking Mirror 
Ehraeiz 
Evil Zone 
G Police 2 
Gauntlet Legends 
Legacy of Kain:Soul Reaver 
Point Blank 
Ridge Racer Type 4 
Silhouette Mirage 
Star Wars Episode 2 
Street Fighter Alpha 3 
Alien Resurrection 
Croc 2 

Fighter Maker 
Star Ocean:Second story 
Superman 
WWF Attitude 
Looney Tunes:Lost in Time 
Gungage 


PlayStation Import 


Z Gundam 
Ergheiz 
Eretzvaju 
Final Fantasy VIII 
Tales of Phantasia 
Chocobo’s Mysterious Dungeon 2 
Gundam Char’s Counter attack 
DBZ Legends 
DBZ Ultimate Battle 22 
DBGT Final Bout 
Capcom Generations 1 -5 
Final Fantasy Collection 
Metal Slug 

Bomberman Original 

; ■ Rival Schools 

Samurai Shodown 1&2 
Samurai Shodown 4 
R-type Delta 

^Original Sound Tracks Available. k.o.f.98 


Saturn Import 

All Japan Pro Wrestling 
Capcom Generations 1-5 
Deep Fear 
Dracula X 
DBZ Legends 
KOF Collection 
Samurai Shodown Collection 
Radiant Silvergun 
Shining Force III 1-3 
House of the Dead 
Macross:Do you remember Love 
Granida Memorial 
Greatest Nine Baseball 
World Series Baseball 
w/Hideo Nomo 
Realbout Collection 
Fire Pro Westling 
Six Man Scramble 
D&D Collection 
Cotton Boomerang 
Rockman X 4 
Street Fighter Zero 3 


A 


y 





F.F.8 Action Figures ; Middle of Summer 
F.F.1-7 Action Figures ; as low as $9.99 + up. 


F.F.VII H.G. Keychains 

14 Characters, 3” 

F.F.VIII 7 Pc. Set _ 
Keychains; $39.99 

Xenogear Memorial 
Album ; $39.99 


$9.99 each. 


Rockman 


Rockman 8 Ironbuster 
Forte Ironbuster 
Rockman X 
Spinning Blade 
Tornando Fang 
Reploid 


Hyper Special 
RX/ 


C Armor 
Hunter Zero 
Ride Armor 

More soli 




ctlo 


Rush Ironbuster 
Blues(Proto) Ironbuster 
Rockman X Ironbuster 
Parasitic Bomb 
Frost Shield 
Vajurilaff f 
Rockman All X 
Ultimate Armor 
Double Impact 

illablt. i - 
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Pokemon 

Pokemon Keychains 
Model Kits(3 inchs) 

Plush Master Ball Keychains 
Talking Pikachu 
Pocket Pikachu 
Stuffed 14 inch Pikachu 
Capsule Pokemon 
Pokemon Figure Collection 
Pokemon Mini Figures 
Pokemon Posters 

Also available; 

Japanese Gameboy Games 
Pokemon Stadium 

Call for price and 

availability. 
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ACTION FIGURES $14 99 + up 

DBZ Super Battle Collection v.1-27 
DBGT Super Battle Collection v.28-42 
VJ2L v.37, v.38, v.39 & v.42 


& 

A 
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f Carnes Still Available 


3DO 

Game Boy 
Genesis 
32X 

Sega CD 
Jaguar CD 


Game Gear 
Virtual Boy 
Super Nintendo 
32X CD 
Jaguar 


Orders 

212*290*0031 

www.gexpfess.Goni 

All our inventories are now 
online with thousands of 
pictures and descriptions. 

You simply won't regret 
visiting us on Internet! 
General questions answered on: 
info@gexpress.com 

Price shown do not include 

shipping & handling charges. 
\Personal checks take 14 days to deary 


Showrooms: 

• 167 Glen Cove Rd., Carle Place, NY 11514 
Tel.516-248-4911 

• 163-18 Jamaica Ave., Queens, NY 11432 
Tel.718-739-5045 

• 2537 Decatur Ave., Bronx, NY 10458 
Tel.718-295-4886 

•534 86th St., Brooklyn, NY 11209 

• 32-59 Steinway St., Astoria, NY 11103 

• 1464 Rockaway Pkwy., Brooklyn, NY 11236 

• 136-04 Northern Blvd., Flushing, NY 11354 

• 2158 3rd Avenue, New York, NY 10029 
Tel.212-987-5712 

• 6 Nevins Street, Brooklyn, NY 11217 
Tel.718-522-5554 


Price and availability are subject to change without notice. We accept all major credit cards, Money Orders and C.O.D. No personal checks. All sales are final, we will only replace defective items 
with the same title. Game Express Inc. is not responsible for misprint. NY residents add 8.25% sales tax to your order. All tradenames/trademarks are the properties of tneir respective owners. 
























































































Now’s your chance to 
order Millennium’s 
Official Strategy Guides 
and Gamers' Republic 
directly from Millennium 
Publications! 

Imagine stocking your racks 
with our acclaimed monthly video 
game magazine and official guides 
for games like Metal Bear Solid, 
Castlevania, and Gex 64, 
all at special direct-from-the- 
publisher savings! 

Contact Allan Powers 
by calling him at 
[8181 889-4372x17 
or faxing him at 
[818] 889-3195 
for more information 
on this great offer! 


VIDEO GAME LIQUIDATORS 


SI 2.00 
SI 2.00 
SI 6.00 
S6.00 
S12.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
S8.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
$4.00 
SI 2.00 
SI 2.00 


3DO Contrail Pad(by Panasonic) S7.00 


36 Great Holes Golf 
Afterburner 
BC Racers 
Cosmic Carnage 
Doom 

Fahrenheit 32X CD 
Kolibri 
Metal Head 
Mortal Kombat II 
NBA jam TE 
Shadow Squadron 
Slam City «X CD 
Space Harrier 
Star Wars Arcade 
Tempo 

Toughman Contest 
Virtua Racing 
Zaxxon Motherbase 2i 


ADULT 


Alone in the Dark 
Alone in the Dark 2 
Animals 
Blonde lustice 
Burning Soldier 
Coven Adult 
Cowboy Casino 
Creature Shock 
Cyberia 

Deadilus Encounter 
Digital Dreamware 
Dragon's Lair 

Draxon Revenge see Stellar 7 
Endlessly ADULT 


SI 2.00 
SI 2.00 
SI 2.00 
SI 4.00 
S7.00 
SI 4.00 
SI 9.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
S7.00 
SI 4.00 


Jy 

Escape From the Monster Manor SI 2.00 
ESPN Golf S3.00 

ESPN Tom Kite Golf-'Mental Messages'Ll .00 
Fatty Bear Fun Pack SI 2.00 

' S7.00 

S7.00 
SI 9.00 
SI 2.00 
S4.00 
SI 2.00 
S4.00 
S4.00 
SI 4.00 
S3.00 
SI 2.00 
SI 2.00 
SI 2.00 
S12.00 
SI 2.00 
SI 4.00 
S4.00 
SI 2.00 
S14.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
S12.00 
SI 2.00 
S3.00 
S24.00 
S7.00 
SI 2.00 
S7.00 
SI 2.00 
SI 9.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 9.00 
SI 2.00 
SI 2.00 


Flashback 
Foe’s of Ali 
Fun N Games 
Gexfjewel case) 

Horde 
Ice Breaker 
Immercenary 
Immortal Desire ADULT 
It’s a bird life 
John Madden Football 
jonny Bazookatone 
jurassik Park 

Kingdom the Far Reaches 
Last Bounty Hunter 
Love Bites ADULT 
Mad Dog II 
Mazer 

Mind Teazzer ADULT 
Myst 

Nova Storm 


Paatank 
Panzer General 

Pebble Beach Golf (jewel case) 

Perfect General 
PGA Tour 96 
Primal Rage 
Psychic Detective 
Quarantine 
Phoenix 3 
Return Fire 

Return Fire Map's o Death 
Rise of the Robots 
Road Rash 
Robinson's Requiem 
Sesame Street 
Plumbers Don't Wear Ties ADULT SI 4.00 
Shockwave S7.00 

Shockwave:Operation |umpgate SI 2.00 
Soccer Kid 
Space Ace 
Space Pirates 
Starblade(jewel case) 

Station Invasion 
Super Street Fighter II 
Super Wing Commander 


Syndicate 
The Coven 
Theme Park 
Total Eclipse 
Twisted 
Virtual Vivid 
Virtuoso 
Waialae Golf 
Who Shot Jonny Rock 
Wing Commander iii 
World class golf 


ADULT 


S7.00 
S7.00 
S7.00 
S3.00 
S7.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 4.00 
SI 2.00 
S7.00 
S4.00 
SI 4.00 
S7.00 
S4.00 
SI 2.00 
SI 2.00 
S4.00 


Battlemorph 
Blue Lightning 
Braindead 13 no box 
Dragon's Lair 
Highlander 

Jaguar CD Memory Track 
Jaguar CD System With 4 CD’s 
Myst 

Space Ace 
Tempest Music CD 
Vidgrid 


Battlewheels . 

Battlezone 2000 
Bill and Ted 

California Games no box 

Chips Challenge 

Crystal Mines 2 

Cyberball 

Dirty Larry 

Gates of Zendicon 

Gauntlet 

Gordo 106 

Hard Driving no box 


Hydra 
Ishido 

Jimmy Connors Tennis 

Joust 

Klax 

Kung Food 
Lynx AC Adaptor 
Lynx Battery Pak 
Lynx Comlynx Cable 
Lynx II Carry Case Pouch 
Lynx II Screen Sun Visor 
Lynx II System used with Qix 
Lynx Large Carry Case 
Malibu Bikini Volleyball 
Ms. Pacman 
NFL Football 
Paperboy 
Pinball Jam 
Pitfighter 
Power Factor 
Qix new 
Rampage 
Rampart 


Robo Squash 
Robotron 2084 
Shadow of the Beast 
Shanghai 
Steel Talons 
Stun Runner 
Super Asteroids/Missile Command 
Super Sqweek 
Switchblade 2 
Todd in Slime World 
Toki 

Turbo Sub 
Viking Child 
Xybots 


SI 5.00 
SS.00 
SI 4.00 
SI 5.00 
SI 5.00 
S24.00 
S59.00 
SI 5.00 
S5.00 
S5.00 
S5.00 


S29.00 
S19.00 
S10.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 9.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 9.00 
SI 0.00 
SI 0.00 
S8.00 
S8.00 
S8.00 
SI 0.00 
S9.00 
S29.00 
SI 6.00 
SI 0.00 
SI 9.00 
S10.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
S29.00 

si o.oo 

SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
S10.00 
S19.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 


Alien vs. Predators S49.95 

Attack of the Mutant Penguins S29.00 
Brutal Sports Football SI 0.00 

Bubsy SI 4.00 

Checkered Flag new SI0.00 

Club Drive SI 0.00 

Composite Cable S14.00 

Cybermorph(new, no box) S7.00 

Defender 2000 S49.95 

Doom S29.00 

Evolution:Dino Dudes SI 0.00 

Fever Pitch Soccer S19.00 

Fight for Life $29.00 

Flipout SI 0.00 

Hover Strike SI 9.00 

Iron Soldier SI 4.00 

1-War SI 9.00 

Jaglink Interface SI 4.00 

jaguar 64 System new no game S29.00 
jaguar 64 System new/cybermorphS34.00 
jaguar CD system with 4 CD'sS69.95(used) 


jaguar AC Adaptor 
jaguar Controller new 
jaguar RF Adaptor 


Missile Command 3D 
Pitfall 

PRO CONTROLLER 
Raiden 

Ruiner Pinball 
Sencible Soccer 
Super Burnout 
Supercross 3D 
S-Video Cable 
Theme Park 
Trevor McFur 
Ultra Vortek 
Val D'lsere SkiingSr Snowboarding SI 9.00 
White Men Can't Jump with 
Team Tap SI 4.00 


S7.00 
SI 6.00 
S7.00 
SI 9.00 
SI 4.00 
S29.00 
S29.00 
SI 9.00 
S14.00 
S9.00 
S29.00 
SI 4.00 
S14.00 
SI 0.00 
S19.00 


4 in 1 card for Sega Saturn 
Alien Triology 
All Star Baseball 
Alone in the Dark 
Amok 

Andretti Racing 

Arcade Greatest Hits Midway 

Arcade Greatest Hits Williams 

Arcade Stick 

Area 51 

Astal 

Baku Baku 

Bases Loaded 96 

Batman Forever 

Battle Arena Toshinden Remix 

Battle Arena Toshinden Ura 

Battle Monsters 

Battlesport 

Black Dawn 

Black Fire 

Blazing Dragons 

Bottom of the 9th 

Braindead 13 

Break Point Tennis 

Bubble Bobble 

Bug 

Bug Too! 

Bust a Move 2 
Bust a Move 3 
Casper 

Clockwork Knight 2 
Clockwork Knights 
Congo The Movie 
Corpse Killer 
Courier Crisis 
Creature Shock 
Criticom 


Cyber Speedway 
Cyberia 
Darius Gaiden 
Dark Legend 
Dark Savior 
Darklight Conflict 
Daytona Champ 
Daytona USA 
Decathlete 
Defcon 5 
Doom 

Double Switch 
Dragon Heart 
Earthworm Jim 2 
Enemy Zero 
FI Challenge 
FIFA Road To World 98 
FIFA Soccer 97 
FIFA Soccer96 
Fighters Magamix 
Fighting Vipers 
Galactic Attack 
Galaxy Fight 
Game Gun Saturn 
Chen War 
Golden Axe 
Grand Slam Baseball 
Grid Runner 
Gungriffon 
Hang On GP 
Heirs of Zendor 
Hercs Adventure 
Hexen 
Hi Velocity 
Higway 2000 
Hi-Octane 
Horde 

Hyper 3D Pinball 


S84.00 
SI 9.95 

539.95 

534.95 
SI 2.95 
SI 2.95 
SI 2.95 

539.95 
S39.95 
S39.95 

539.95 
S9.95 

SI 2.95 
SI 9.95 
SI 2.95 

529.95 
SI 2.95 
SI 9.95 

59.95 
SI 9.95 

529.95 
SI 2.95 
S3 9.95 
SI 2.95 
SI 2.95 
SI 2.95 

49.95 
SI 2.95 

524.95 

549.95 

549.95 
SI 9.95 
SI 9.95 

519.95 
SI 9.95 

519.95 

524.95 
SI 2.95 
SI 2.95 

534.95 
SI 2.95 

524.95 

512.95 

59.95 
SI 2.95 
SI 2.95 
SI 9.95 

529.95 
S29.95 
SI 2.95 

529.95 
SI 2.95 
$19.95 
SI 2.95 

534.95 

539.95 
S39.95 
SI 2.95 

539.95 

524.95 
SI 9.95 

529.95 

529.95 
SI 2.95 
SI 2.95 
SI 2.95 
SI 2.95 
SI 2.95 
SI 2.95 
SI 2.95 
SI 2.95 

524.95 

549.95 

529.95 

534.95 

544.95 
$44.95 
SI 2.95 
SI 2.95 

539.95 


Impact Racing 

In the Hunt 

Incredible Hulk 

Independence Day 

Iron Man X-0 Manwar 

John Madden 97 

john Madden 98 

Last Bronx 

Last Gladiators 

Legend of Oasis 

Light Gun see Game Gun 

Loaded 

Lost World 

Lunacy 


Mansion of Hidden Soul 
Manx TT 

Marvel Super Heroes 
Mass Destruction 
Maximum Force 
Mega Man 8 
Minnesota Fats Pool 
Mortal Kombat II 
Mortal Kombat Triology 
Mr. Bonez 
Myst 

Nascar 98 
NBA Action 
N8A Action 98 
NBA Jam Extreme 
NBA Jam II TE 
NBA Live 97 
NBA Live 98 
Need For Speed 
NFL 97 

NFL Quarterback Club 96 
NFL Quarterback Club 97 
NHL 97 
NHL 98 

NHL All Star Hockey 

NHL All Star Hockey 98 

NHL Powerplay 96 

Night Warriors 

Nights with 3d Controller 

Nights without 3d Controller 

Off World Interceptor 

Olympic Soccer 

Pandemonium 

Panzer Dragoon 2 

Panzer Dragoon SagaO 

Panzer Dragoon Sampler 

Pebble Beach Golf Links 

PGA Tour 97 

Primal Rage 

Pro Pinball 

PTO 2 

Quake 

Quaterback Attack 
Rampage World Tour 
Remote Joystick 
Resident Evil 
Revolution X 
Rise 2: Resurrection 
Road Rash 
Robopit 
Robotika 

Romance of 3 Kingdom 4 
Saturn Auto RF Adapter 
Saturn Bomberman 
Saturn Controller 
Saturn Extension Cable 
Saturn Joystick 
Saturn Light Gun 
Saturn Power Pad 
Saturn Remote Joystick 
Saturn Steering Wheel 
Saturn ST Key Converter 
for Japanese games 
Scorcher 
SCUD 
Sega Ages 

Sega Rally Championship 

SEGA Saturn Back Up Memory 

Cartridge 16mega 

Sega Touring Car Championship 

Shanghai: Tripple Threat 

Shellshock 

Shining Force 3 

Shining the Holy Arc 

Shining Wisdom 

Shinobi Legions 

Shockwave Assault 


Slam n Jam 
Solar Eclipse 
Sonic 3D Blast 
Sonic Jam 
Sonic R 
Soviet Strike 
Space Hulk 

Spot Goes to Hollywood 
Star Fighter 

Street Fighter the Movie 
Striker 96 

Super Puzzle Fighter II Turbo 

Tempest 2000 

Ten Pin Alley 

Tetris Plus 

The Horde 

Theme Park 

Three Dirty Dwarves 

Thunderstrike II 


True Pinball 
Tunnel B1 

Ultimate Mortal Kombat 3 

Virta Fighter Kids 

Virtua Cop without Stunner 

Virtua Fighter 

Virtua Fighter 2 

Virtua Racing 

Virtual Casino 

Virtual Hydlide 

Virtual On 

Virtual Open Tennis 

VR Golf 97 

VR Soccer 

War Craft II 

Wing Arms 

Winning Post 

Winter Heat 

Wipe Out 

World Series Baseball 
World Series Baseball 2 
World Series Baseball 98 
World Wide Soccer 
World Wide Soccer 97 
World Wide Soccer 98 
Worms 

Wrestlemania: The Arcade 


529.95 
SI 2.95 
SI 2.95 

534.95 

512.95 

512.95 

529.95 

539.95 

512.95 

519.95 
SI 2.95 
SI 2.95 

524.95 

549.95 
SI 9.95 

524.95 

559.95 
SI 2.95 

529.95 

559.95 
S9.95 

529.95 
$49.95 

519.95 
S19.95 
S19.95 
S19.95 

519.95 

539.95 
SI 2.95 

529.95 
SI 2.95 
SI 2.95 
SI 2.95 

529.95 

539.95 
S9.95 
S9.95 

$19.95 

S9.95 

529.95 
SI 2.95 

524.95 

59.95 

524.95 

539.95 
SI 2.95 

529.95 
SI 2.95 

529.95 

519.95 

559.95 

53.95 

529.95 

519.95 

59.95 

512.95 

539.95 
S39.95 
$12.95 

539.95 

534.95 

539.95 

512.95 

55.95 

524.95 
SI 2.95 

512.95 
$29.95 

59.95 

544.95 

59.95 

55.95 

524.95 
SI 2.95 

59.95 

529.95 

539.95 

529.95 
SI 2.95 

512.95 

539.95 

524.95 

529.95 

529.95 

519.95 
$12.95 

559.95 

549.95 

549.95 

519.95 

512.95 

544.95 

519.95 
SI 2.95 
SI 2.95 

512.95 

529.95 

539.95 

534.95 

549.95 
SI 2.95 
SI 2.95 

512.95 
S12.95 

512.95 

539.95 

512.95 

524.95 

524.95 

512.95 

512.95 

529.95 

512.95 

529.95 

544.95 
SI 2.95 
SI 2.95 

529.95 

549.95 
SI 2.95 

59.95 

512.95 

55.95 

549.95 

512.95 

529.95 
S5.95 

512.95 

519.95 

529.95 

534.95 

539.95 

559.95 

512.95 
SI 2.95 

519.95 

529.95 
SI 2.95 

524.95 

529.95 

529.95 

534.95 


Adventures of Batman & Robin 

Animals 

Battlecorps 

Bill Walsh Football 

Brutal 

Chuck Rock 2 
Double Switch 
ESPN Hockey 
Fifa Soccer 
Heimdall 
Jeopardy 

Mad Dog McCree 
Microcosm 
NFL Football Trivia 
Prize Fighter 
Terminator 
Trivial Pursuit 
Wheel of Fortune 
Who Shot Jonny Rock 


S6.00 
S4.00 
S9.00 
S4.00 
S4.00 
SI 2.00 
S9.00 
S9.00 
S6.00 
S6.00 
S9.00 
S9.00 
S6.00 
S9.00 
S9.00 
SI 2.00 
S9.00 
S6.00 
S4.00 


Red Alarm 
Teleboxer 
Baseball 
Coif 

Galactic Pinball 
lump Panibomber 
Vertical Force 


59.95 

59.95 

19.95 

59.95 
59.95 
59.95 
59.95 


We sell DREAMCAST Systems & Carnes 
We also sell JAPANESE Saturn Carnes 


A Bugs Life 
Activision Classics 
Adidas Power Soccer 
Air Combat 


Apocalypse 
Azure Dreams 
Brave Fencer Musashi 
Breath of Fire 3 
Brigandine 
Bubsy 3-D 
Bust-A-Groove 
Bust-A-Move 2 
Castlevania S.O.T.N 
Chronicles of the Sword 
Circuit Breakers 
Colony Wars: Vengeance 


534.99 

529.99 

524.99 

514.99 

524.99 

524.99 

534.99 

529.99 

529.99 

519.99 

529.99 

524.99 
SI 9.99 
SI 4.99 
SI 4.99 
S24.99 


Contra: Legacy of war 
Cool Boarders 2 
Cool Boarders 3 
Crash Bandicoot 3 
Crime Killer 
Croc 

Darkstalkers 3 
Dead or Alive 
Deathtrap Dungeon 
Diablo 

Die Hard Trilogy 
Dragonseeds 

Duke Nukem: Time to Kill 

Fade to Blak 

Fighting Force 

Fox Sports Gold ‘99 

Frogger 

G-Darius 

Gex 

Gran Turismo 

Heart of Darkness 

Jeremy McGrath Supercross '98 

jet Moto 2 

Madden '99 

Kartia 

Knockout Kings 
Mega Man 8 
Mega Man Legends 
Metal Gear Solid 
MLB '99 

Namco Museum Vol.1 
Namco Museum Vol.3 
Nascar'98 Coll. Edition 
Nascar'99 
NBA Live '99 
NCAA Football '99 
NCAA Gamebreaker '99 
Need for Speed 3 
NFL Gameaay '99 
NHL '99 

Nightmare Creatures 
Odaworld: Abe's Exodus 
Parasite Eve 
Rayman 
Reel Fishing 
Resident Evil Dir. Cut 
Resident Evil 2 Dual Shock Ver. 
Ridge Racer 
Road Rash 3D 
Rouge Trip 
Rugrats 
Simcity 2000 
Soul Blade 
Spice World 
Spyro the Dragon 
Tales of Destiny 
Tekken 2 
Tekken 3 
Tenchu 
Test Drive 4 
Test Drive 5 
Tetris Plus 
Theme Park 


TNN Motor Sports Hardcore 4X4 SI4.99 


Tomb Raider 
Tomb Raider 2 
Tomb Raider 3 
Triple Play '99 
Twisted Metal 3 
Uprising X 
WCW vs. The World 
Wheel of Fortune 
Wreckin' Crew 
WWF Warzone 
X-Game Pro Boarders 
X-Men vs. Street Fighter 
Xeno Gears 


514.99 

519.99 

529.99 

524.99 

534.99 

529.99 

514.99 

529.99 

514.99 

524.99 
S24.99 

524.99 

534.99 

MANY MORE TITLES AVAILABLE. 
CALL FOR PRICES 


Individual titles an 
trademarks of thol 
respective companl) 
Rrlcos subject to change 
without notice 


■ 


To pay by credit card call 818-765-0097 


You may order onlines http://www. VGLQ.com 

You also can FAX your order with your address, 
phone number and credit card info. 

Fax: 818-765-0140 

Or mail check or money order to: 

Video Game Liquidators 
7326 Laurel Cyn 
North Hollywood, GA 91605 

(please, allow 7-10 days for check to clear) 


Monday-Friday 
10am-5pm pst 



Hj i uti iu muvj nioarvu iui ginW||J6f 0f(l6r)+y5i9d I Of 

Europe, Japan, Australia lw$19,95(per order)+$IQ.95 for each game system +$1.00 each game 









































CHIPS&BITSlNC. 

POB 234 DEPT 11153 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


PLAYSTATION 


Title 

3 Xtreme 


Release Price 
04/99 $42.99 


Title 

MarvelSprHero Vs. SF 


Ace Combat 3 

08/99 

$46.99 

Medal of Honor 

10/99 

$48.99 

Mien Resurrection 

05/99 

$44.99 

Metal Gear Solid 

10/98 

$49.99 

Ape Escape 

08/99 

$44.99 

Monster Rancher 2 

06/99 

$45.99 

Armorines 

06/99 $46.99 

Mort.Kombat Spec Forces 10/99 

$48.99 

Army Men 

03/99 

$42.99 

NASCAR 99 

09/98 

$42.99 

Blades of Steel 2 

06/99 

$44.99 

NBA In the Zone 99 

03/99 

$42.99 

Bloody Roar 2 

05/99 

$46.99 

NBA Shootout 2000 

09/99 

$44.99 

3omberman Phantasy Race04/99 $44.99 

NCAA Game Breaker 2000 09/99 

$48.99 

3rave Fencer Musashi 

11/98 

$46.99 

NHL Face Off 99 

10/98 

$42.99 

Jugs Bunny Lost Time 

04/99 

$42.99 

Nectaris Military Mdnss 

01/99 

$46.99 

D&C Red Alert Retal 

09/98 

$42.99 

Need for Speed 4 

03/99 

$44.99 

Darmageddon 2 

06/99 

$42.99 

OddWorld Abe's Exodus 

12/98 

$44.99 

Dastrol Honda Superbike 

05/99 

$39.99 

PSX Dual Analog Contr 

05/98 

$29.99 

Civilization 2 

01/99 

$39.99 

PSX System 

06/98 $139.99 

Clock Tower 2 

06/99 

$46.99 

Pac Man 3D 

04/99 

$44.99 

Contender 

01/99 

$44.99 

Parasite Eve 2 

08/99 

$49.99 

Drash Bandicoot Warped 

11/98 

$42.99 

Point Blank 2 

05/99 

$46.99 

Crusaders Might Magic 

07/99 

$46.99 

Populous 3 

03/99 

$39.99 

Darkstalkers 3 

11/98 

$36.99 

Quake 2 

05/99 

$42.99 

Cestreger 

06/99 

$46.99 

R4:Ridge Racer Type4 

05/99 

$46.99 

Driver 

06/99 

$42.99 

Rampage Universal Tour 

03/99 

$42.99 

Duke Nukem Time Kill 

10/98 

$46.99 

Ready 2 Rumble Boxing 

09/99 

$46.99 

Dukes of Hazzard 

11/99 

$44.99 

Resident Evil 3 

06/99 

$51.99 

IFA Soccer 99 

11/98 

$39.99 

Rushdown 

03/99 

$39.99 

ighter Maker 

06/99 

$46.99 

SaGa Frontier 2 

06/99 

$49.99 

ormula One 

05/99 

$44.99 

Shadow Madness 

03/99 

$49.99 

Same Shark 

03/96 

$42.99 

Silent Hill 

03/99 

$46.99 

Sran Turismo 2 

08/99 

$44.99 

Silhoutte Mirage 

06/99 

$43.99 

Srand Theft Auto London 

06/99 

$39.99 

Soul Caliber 

07/99 

$46.99 

Guardian's Crusade 

02/99 

$42.99 

Sports Car Supreme GT 

03/99 

$39.99 

Guilty Gear 2 

10/99 

$46.99 

Star Wars Phantm Mence 05/99 

$46.99 

SunGage 

06/99 

$44.99 

Suikoden 2 

07/99 

$48.99 

Sunship 

06/99 

$42.99 

Super Cross 2000 

05/99 

$46.99 

ndy Jones/lnfrnl Mach 

09/99 

$46.99 

Syphon Filter 

02/99 

$44.99 

nterplay Baseball 2K 

03/99 

$39.99 

TNT The Next Tetris 

06/99 

$42.99 

ade Cocoon 

07/99 

$49.99 

Tomb Raider 3 

11/98 

$49.99 

(awasaki Motocross 

03/99 

$39.99 

Tomorrow Never Dies 

08/99 

$46.99 

(iss:Psycho Circus 

11/99 

$46.99 

Top Gun 

06/99 

$42.99 

(nockout Kings 2000 

10/99 

$44.99 

Triple Play 2000 

03/99 

$42.99 

.egend of Legaia 

03/99 

$42.99 

Vigilante 8 2 Offense 

10/99 

$44.99 

.unar Silver Star Story 

05/99 

$54.99 

WCW Mayhem 

09/99 

$46.99 

/ILB Pennant Race 2000 

03/99 

$44.99 

Wipeout 3 

09/99 

$44.99 

/ladden Football 99 

09/98 

$42.99 

X Men 3D 

04/99 

$46.99 

NINTENDO 64 

All Star Baseball 2K 

04/99 

$64.99 

N64 System Purple 

11/98 $139.99 

Armorines 

06/99 

$66.99 

NASCAR 99 

09/98 

$46.99 

Army Men:Sarge's Heroes 07/99 

$64.99 

NBA In the Zone 99 

03/99 

$52.99 

Battle Tanx 2 

09/99 

$59.99 

NBA Jam 2000 

09/99 

$66.99 

Beetle Adv. Racing 

03/99 

$54.99 

NFL Blitz 2000 

09/99 

$64.99 

California Speed 

03/99 

$54.99 

NFL QB Club 2000 

11/99 

$66.99 

Carmageddon 64 

07/99 

$64.99 

NHL Breakaway 99 

12/98 

$54.99 

Castlevania 64 

02/99 

$54.99 

Ogre Battle 3 

06/99 

$69.99 

Command & Conquer 

06/99 

$54.99 

Paper Boy 64 

09/99 

$62.99 

Donkey Kong 64 

09/99 

$66.99 

Pokemon Snap 

06/99 

$54.99 

Dragon Wars 

06/99 

$66.99 

Quake 2 

05/99 

$59.99 

Duke Nukem Zero Hour 

05/99 

$54.99 

Quest 64 Part 2 

10/99 

$66.99 

Dynasty Warriors 2 

06/99 

$59.99 

Rainbow Six 

09/99 

$64.99 

: IFA Soccer 99 

12/98 

$54.99 

Rally Racing 

04/99 

$62.99 

: ighting Force 64 

04/99 

$59.99 

RayMan 2 

08/99 

$62.99 

Sauntlet Legends 

05/99 

$59.99 

Resident Evil 64 

07/99 

$64.99 

Soemon's Great Adv. 

07/99 

$64.99 

Roadsters 98 

04/99 

$66.99 

Golden Eye 007 

09/97 

$42.99 

Shadowgate 64 

04/99 

$62.99 

Harrier 2000 

05/99 

$66.99 

Smash Brothers 

04/99 

$54.99 

Hybrid Heaven 

09/99 

$59.99 

South Park 

12/98 

$59.99 

1ype:Time Quest 

04/99 

$66.99 

Star Wars Racer 

05/99 

$64.99 

Hyper Bike 

04/99 

$64.99 

Superman 64 

06/99 

$66.99 

let Force Gemini 

06/99 

$62.99 

Tarzan 

09/99 

$64.99 

(en Griffey BB 2 

05/99 

$54.99 

Tasmanian Express 

04/99 

$64.99 

.EGO Racing 

05/99 

$66.99 

Tetris 64 

04/99 

$52.99 

.egend of Zelda 

11/98 

$49.99 

Tiger Woods 2000 

09/99 

$59.99 

/ladden Football 99 

09/98 

$42.99 

Tonic Trouble 

06/99 

$59.99 

t/lagical Tetris Mickey 

01/99 

$56.99 

Triple Play 2000 

03/99 

$56.99 

tfario Party 

02/99 

$54.99 

Turok Dinosaur Hunter 2 

12/98 

$69.99 

i/licro Machines 

03/99 

$52.99 

Velocity 

06/99 

$66.99 

A/lort. Kombat Spec Force 09/99 

$64.99 

Vigilante 8 

03/99 

$58.99 

J64 Controller Blue 

10/96 

$26.99 

WCW Mayhem 

09/99 

$64.99 

464 Expansion Pak 

12/98 

$29.99 

WinBack 

08/99 

$64.99 

464 Rumble Pak 

09/97 

$19.99 

X Men 

09/99 

$64.99 

HINT BOOKS 

Army Men 

03/99 

$10.99 

Metal Gear Solid 

10/98 

$10.99 

Castlevania 64 

02/99 

$11.99 

Silent Hill 

03/99 

$10.99 

.egacy Kain Soul Reaver 05/99 

$10.99 

Street Fighter Alph 3 

05/99 

$10.99 

.egend of Legaia 

03/99 

$12.99 

Suikoden 2 

06/99 

$12.99 

.egend of Zelda 64 

12/98 

$12.99 

Tomb Raider 3 

12/98 

$10.99 

.unar Silver Star Story 

04/99 

$11.99 

Turok Dnsr Htr 2 OSG 

11/98 

$10.99 


www.chipsbits.com 
or call 1-800-600-4263 


Source Code 11153 


COMPUTER GAMES & HARDWARE 


Release Price 
03/99 $44.99 


Title 

Release 

Price 

Title 

Release Price 

Computer Games 


Nocturne 

11/99 $46.99 

20,000 Leagues 

09/99 

$48.99 

Omikron: Nomad Soul 

09/99 $39.99 

A-10 Warthog 

06/99 

$46.99 

Pharoah 

10/99 $45.99 

AD&D Core Rules 2.0 Exp 06/99 

$29.99 

Planescape Torment 

07/99 $44.99 

Age of Empires 2 

09/99 

$48.99 

Prey 

06/99 $49.99 

Age of Emprs Rise Rme 

11/98 

$29.99 

Prince of Persia 3D 

08/99 $48.99 

Alpha Centauri 

02/99 

$39.99 

Quake 3 Arena 

06/99 $48.99 

Ananchronox 

04/99 

$48.99 

Quest for Glory 5 

12/98 $29.99 

Apache Havoc 

04/99 

$39.99 

Quest Glory 5: Exp Pk 

08/99 $29.99 

Army Men 2 

03/99 

$35.99 

Rage Mages 2:Necromcr 

08/99 $38.99 

Asghan: The Dragon Slyr 03/99 

$39.99 

Return to Krondor 

12/98 $29.99 

Axis & Allies 

09/98 

$39.99 

Revenant 

05/99 $29.99 

Badlands 

09/99 

$48.99 

Roller Coaster Tycoon 

03/99 $27.99 

Baldrs Gate: Tie Swrd Cst 03/99 

$19.99 

RR Tycn 2:2nd Century 

04/99 $28.99 

Baldur's Gate 

12/98 

$39.99 

Screamin Demon Europe 

03/99 $48.99 

Battlezone 2 

07/99 

$48.99 

Septerra Core 

10/99 $48.99 

Braveheart 

05/99 

$34.99 

Seven Kingdoms 2 

08/99 $39.99 

C&C 2: Tiberian Sun 

06/99 

$54.99 

Shadowrun: Assassin 

07/99 $46.99 

Caesar 3 

10/98 

$29.99 

SimCity 3000 

01/99 $39.99 

Civ 2 Test of Time 

08/99 

$48.99 

SoulBringer 

09/99 $47.99 

Civilztn Call to Powr 

03/99 

$44.99 

Star Trek Birth Fed 

05/99 $44.99 

Clans 

06/99 

$43.99 

Star Trek Klingon Academy07/99 $48.99 

Cmmndos:Bynd Call Duty 03/99 

$19.99 

Starcraft Brood Wars 

12/98 $24.99 

Descent 3 

05/99 

$39.99 

Starsiege 

03/99 $39.99 

Diablo 2 

09/99 

$48.99 

Swords & Sorcery 

06/99 $48.99 

Disciples: Sacred Lands 

05/99 

$44.99 

Total Annhltn Kingdoms 

06/99 $46.99 

Duke Nukem Forever 

09/99 

$48.99 

Total Annihilation 2 

08/99 $48.99 

Dungeon Keeper 2 

04/99 

$45.99 

Ultima 9 Ascension 

07/99 $52.99 

EverQuest 

03/99 

$48.99 

Ultima Online: 2nd Age 

11/98 $39.99 

Falcon 4.0 

12/98 

$39.99 

Unreal 2 

08/99 $44.99 

Fallout 2 

11/98 

$29.99 

Unreal Tournament 

03/99 $36.99 

Fighter Duel 2 

09/99 

$44.99 

Vampire: Masquerade 

11/99 $48.99 

Fleet Command 

05/99 

$48.99 

Werewolf: Apocalypse 

12/99 $48.99 

Flight Unlimited 3 

09/99 

$45.99 

Wizardry 8 

06/99 $49.99 

FLY! 

04/99 

$46.99 

WWII Fighters 

11/98 $39.99 

Flying Nightmares 2 

09/99 

$39.99 

X-Com Alliance 

07/99 $47.99 

Force Commander 

11/99 

$49.99 

X-Wing Alliance 

03/99 $45.99 

Gabriel Knight 3 

07/99 

$48.99 

Hardware 

Gangsters 

12/98 

$29.99 

3Dfx Voodoo3 3000 AGP 

04/99 $174.99 

Good & Evil 

06/99 

$48.99 

3Dfx Voodoo3 3500 

04/99 $244.99 

Grim Fandango 

10/98 

$39.99 

CH FI 6 Fighterstick 

11/96 $84.99 

Half Life: Tm Fortress 2 

11/99 

$29.99 

CH Pro Throttle 

03/96 $84.99 

Heavy Gear 2 

03/99 

$45.99 

CH Flight Sim Yoke USB 

03/99 $94.99 

Heavy Metal 

11/99 

$49.99 

Crtv 3D Blstr Savge4 32 

05/99 $129.99 

Heroes of M & M 3 

03/99 

$39.99 

Diamond Viper V770 

05/99 $229.99 

Homeworld 

03/99 

$48.99 

Gravis PC Gamepd Pro 

11/96 $26.99 

Imperialism 2 

03/99 

$47.99 

Gravis Xtrmntr Gme Pd 

07/98 $43.99 

Indy Jones Infrnl Mchne 

09/99 

$48.99 

Ltech WM Form Frc Whl 

01/99 $139.99 

Jagged Alliance 2 

07/99 

$44.99 

MS Sidewinder FF Pro 

09/97 $129.99 

KQ8:Mask of Eternity 

12/98 

$29.99 

MS Sidewinder FF Whl 

10/98 $169.99 

Lands of Lore 3 

03/99 

$44.99 

PDPI L4 Dig Game Card 

12/98 $49.99 

Legacy of Kain 2 

05/99 

$37.99 

Quickshot Mstr Pilt Val 

03/98 $59.99 

Liath 

04/99 

$39.99 

S3 Savage4 PRO 32 

04/99 $199.99 

Magic & Mayhem 

04/99 

$46.99 

Saitek Cybrg 3D Jstk USB 12/98 $55.99 

MechCommander 2 

10/99 

$48.99 

Saitek R4 Frc Fdbk Wl 

11/98 $169.99 

MechWarrior 3 

05/99 

$49.99 

Saitek X-36 Cont Sys 

05/98 $107.99 

Might & Magic 7 

05/99 

$48.99 

Sound Blaster LIVE! Value 10/98 $89.99 

Mordor 2 

06/99 

$38.99 

TM F22 Pro 

10/96 $129.99 

Myth 2 vl.1 

01/99 

$39.99 

TM Nscr Frc GT Reg Whl 

12/98 $149.99 

Nascar Racing 3 

07/99 

$47.99 

Xtel Strm Pltm Gmr Pk 

03/99 $95.99 


GAMEBOY COLOR 


PSX JAPANESE 


Arcade Hits Defender/Joust03/99 $28.99 
Chessmaster 04/99 $28.99 

Game & Watch Gallery 2 01/99 $28.99 

Gameboy Color Purple 01/99 $79.99 

Ken Griffey Jr. BB 2 05/99 $28.99 

Legend Zelda Link Awake 01/99 $28.99 

NBA in the Zone 99 04/99 $58.99 

PacMan/PacAttack 06/99 $28.99 

Pokemon Pinball 06/99 $34.99 

Shadov/gate Classic 02/99 $28.99 

Spy Vs. Spy 06/99 $28.99 

Super Mario Brothers 05/99 $28.99 

Wario Land 2 02/99 $28.99 


Beatmania 

Clock Tower Ghost Head 
Dragon Quest 7 
Final Fantasy 8 
Rnal Fantasy Coll. 
Legend of Mana 
Macross VFX 
Planet Laika 
R Type Delta 
Sony PSX System 
Strikers 1945 Part 2 
Suikoden 2 
Tales of Phantasia 


12/98 $59.99 
12/98 $66.99 
09/99 $66.99 
02/99 $89.99 
03/99 $82.99 
06/99 $72.99 
10/98 $39.99 
07/99 $74.99 
01/99 $62.99 
12/98 $199.99 
02/99 $64.99 
01/99 $64.99 
01/99 $64.99 


BOARD GAMES 


DREAMCAST 


Advanced Civilization 
Airlines 1 or 2 
Axis & Allies 
Crimson Skies 
Knightmare Chess 2 
Lionheart 

Quests of Round Table 
Risk 

Robo Rally 
Sushi-Jalapeno War 
The New Acquire 


12/94 $29.99 
03/99 $34.99 
11/94 $45.99 
01/99 $29.99 
06/98 $13.99 
10/97 $35.99 
02/99 $19.99 
03/96 $34.99 
01/96 $36.99 
01/99 $39.99 
06/95 $29.99 


Aero Dancing 03/99 $64.99 

Biohazard Code Veronica 10/99 $69.99 
Blue Stinger 03/99 $69.99 

Castlevania 06/99 $69.99 

Dreamcast System Japan 02/99 $359.99 
Dreamcast Visual Memory 02/99 $44.99 
House of the Dead 2 04/99 $69.99 

Psychic Force 2012 03/99 $66.99 

Sega Rally Champ 2 02/99 $69.99 

Shenmue 04/99 $69.99 

Virtua Fighter 3 02/99 $69.99 


/isa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times 
h offer not guaranteed & are subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at 
)ur discretion. After 10 days the manufacturer’s warrantee applies. All sales final. S&H calculated on a per order, per shipment, and per item basis, 
rhe “per order" charge is charged once per order placed, the “per item" charge 
s charged once for each item ordered and the "per shipment" charge is 
:harged once for each shipment we make to you. For each US order $10.00 
will be allocated to a 12 issue subscription to Computer Games Strategy Plus. 

Pall for details. 



Standard 
U.S. Mail 

Priority 
U.S. Mail 

Express 

Express 

Mail To 
Canada 

Mail To 

The World 


7-10 Days 

2-3 Days 

2Dax 

IQa* 

$2.00 

4-7 Days 
$2.00 

7-14 Days 

Per Order 

$1.00 

S2.00 

S2.00 

S2.00 

Per Shipment 

SI.25 

SI .00 

S5.00 

SI 3.00 

S2.00 

S2.00 

Per Item 

$0.75 

$1.00 

$1.00 

$2.00 

S2.00 

$6.00 


©1999 CHIPS & BITS. INC. 







‘WARZONE 2100’ Real 
time action & strategy 
game set on Earth in the 
21st Century. Upon enter¬ 
ing the post-nuclear world 
of Warzone 2100 you land 
and establish your base. 
Conduct research, design 
& build vehicles and struc¬ 
tures, and prepare your 
plans of global conquest. 
Three campaign maps & 
weapons from bullets & 
lasers to explosive 
weapons that blast large 
areas of the highly detailed 
3D battlefield. 


Eidos (Strategy) 
Release: 4/99 
PC CD 


‘DESCENT 3’ New lethal weapons I 
will be at your side as you obliter- I 
ate the robot-infestation in the I 
mines & on the surface! Every I 
creature has personality & its Al I 
is tailored to its environment. In- 1 
depth, diverse levels with multiple I 
objectives for each mission. Real- 1 
time lighting, new weapons, & [ 
new ships. LAN, modem, or | 
TCP/IP play with up to 8 players. 

Interplay (Action) I 

Release p C 6 / c 9 D 9 | 


|Y_ift_unuj 


‘REVENANT’ You play Locke I 
D’Averam, a warrior brought | 
back to life by a ruthless warlord. 
Your memories & abilities return I 
as the game progresses. Using a | 
mix of hand painted 2-D back¬ 
grounds & 3-D real-time charac¬ 
ters, Revenant takes you on a | 
journey across the huge island of | 
Ahkuilon. Dynamic & static light¬ 
ing, & LAN & TCP/IP multiplay. 

Eidos (Roleplaying) 

am Release PC 6/99 


‘STREETFIGHTER ALPHA 3 I 

continues the legacy! Over I 
30 fighters, both old & new, [ 
fight it out around the world | 
in several new modes &l 
using super new combos. I 
Aerial attacks, taunts, multi- 1 
hits & more. Earn powerl 
ups as you defeat your I 
opponents and move on. I 
Pick your supermove to | 
vanquish all comers! 

Capcom (Fighting) I 
Release: 4/99 I 
PSX I 


'LEGACY KAIN: SOUL II 
REAVER' continues the! 
story of Kain, evil vampire. I 
Full 3D environments to! 
explore with abilities to 1 
shunt from one world to I 
another. Run, jump and fly! 
while harvesting souls fori 
the dark master. Eleven! 
bosses, 20 different ene-l 
mies, & 10 classes of vam-T 
pires. Crystal Dynamics 
(Roleplaying) I 
^Release: 5/99 1 
PSX II 


‘WWF ATTITUDE’ 30 wrestlers, each I 

with their own music, moves & abil- [ 
ities. Create your own wrestler! 
using strength, endurance, moves! 
& physical attributes. Use baseball I 
bats, shovels & tvs as weapons to I 
fight your way through several lev- 1 
els & modes. Join 7 buddies in a I 
free for brawl King of the Ring as| 
j cop an Attitude! 

Acclaim (Sports) I 
Release: 6/99) 




































































Features: Zelda 64, Dreamcast previews, Arcade 


ADV FILMS . 89,97 

www.advfilms.com 

ADVANCED IMPORTS, INC. . 101 

www.advancedimports.com 

ANIME NATION . 101 

www.animenation.com 

ASCII . 71 

www.asciient.com 

ANIME VILLAGE . 103 

www.animevillage.com 

BAY SOFT . 126 

www.baysoftgames.com 

CART MART . 121 

www.cart-mart.com 

CENTRAL PARK MEDIA . 93 

www.centralparkmedia.com 

CHIPS & BITS . 125 

www.chipsbits.html 

CRAVE . 30-31 

www.cravegames.com 

ELECTRO SOURCE . 80-81 

GAME DEALER . 3 

www.gamedealer.com 

GAME EXPRESS . 123 

www.gexpress.com 

GAMES ETC. . 121 

HIMEYASOFT . 105 

www.himeya.com 

INFOGRAMES . 56-57 

www.infogrames.com 

INTELEG . 109 

www.inteleg.com 

INTERACT . 6-7 

www.interact-acc.com 

JAPAN VIDEO GAMES . 119 


KONAMI . 13 

www.konami.com 

MAGIX . 122 

www.magix.net 

MANGA ENTERTAINMENT . 95 

www.manga.com 

MEDIA BLASTERS . 88 

www.media-blasters.com 

NAMCO . 14-15,19 

www.namco.com 

NINTENDO . 128-IBC 

www.nintendo.com 

PHATKAT . 110 

PIONEER . 91,99 

www.pioneeranimation.com 

RESAURUS . 107 

www.resaurus.com 

RETRO STUDIOS . 120 

www.retrostudios.com 

SEGA . BC 

www.sega.com 

SGRL . 29 

www.sgrl.com 

TITUS . 40-41 

www.titusgames.com/welcome.htm 

T 0 MM 0 . 117 

TOYCOM . 111 

www.tfaw.com 

VIDEO GAME LIQUIDATORS . 124 

www.vglq.com 

WESTWOOD . IFC-l 

www.westwood.com 

WORKING DESIGNS . 20-21 

www.workingdesigns.com 


4502 Speros Lane #6 
Eau Claire, WI USA 54701-8095 
Phone: 715-552-1254 • Fax: 715-552-0720 
WWW.BAYSOFTGAMES.COM 


v/sa 


C.0.D 


e-mail: support@baysoftgames.com 

The Playstation • Nintendo 64 • Dreamcast Bargain Source 


Playstation Accessories 

Replacement Laser (Works on all models).$38.00 

Video CD Player (Play VCD movies - not DVD).$69.00 

PSX Hat (Many other PSX items available).$10.00 

Third Party 15 block colored memory card.$ 9.00 


Nintendo 64 Accessories 

Naki Memory Rocker Pak+ 4x (460 page) Memory 
Card and BATTERY FREE rumble pack all in one. 

Never needs batteries!.$19.00 

Import Adapter.$12.00 


LED display. 

Nyko 1080 Block (72X) Memory Card w/digital 

1 FD display 

.$23.00 

$52 00 

Nyko Trackball. 

.$38.00 

Edge Mouse. 

.$19.00 

Pro Action Replay. 

.$23.00 

Naki Scart Cable. 

.$13.00 

Naki Link Cable. 

.$13.00 

Naki Cordless Remotes (Set of 2). 

Nuby Cooling Station. 

.$36.00 

.$28.00 


Naki RFU Adapter.$13.00 

Naki N64 Controller & 256K Memory Card Combo...$24.00 
Nyko Hyper Pak+ (Dual stage rumble pack and 4X 

Memory).$24.00 

Naki S-Video Cable.$15.00 


Naki Rocker Seat (Shake more than you hands!).$38.00 

Interact Ultra Racer Controller.$28.00 


Naki RFU Adapter with GunCon Adapter.$13.00 

Interact Barracuda Analog Controller.$19.00 

Interact Barracuda 2 Dual Shock Analog Controller..$26.00 

Interact Ultra Racer Controller.$28.00 

Nyko Multi-Tap Adapter.$29.00 

Naki Advanced Controller (Turbo & Slow Motion).$ 9.00 

Sony Brand Original Controller.$14.00 

Naki Playstation/Satum Replacement Power Cord.$ 5.00 

Naki S-Video Cable.$15.00 

Nyko Super Cobra Light Gun.$40.00 

Naki Lunar Rocker Light Gun.$24.00 

Naki Top Gun Fighter Light Gun.$16.00 

Nuby Reality Vest.$52.00 

Naki Rocker Seat (Shake more than your hands!).$38.00 

Interact Dex Drive.$38.00 

Naki Controller Extension Cable.$ 6.00 

The Glove.$45.00 


Nuby Xwire Wireless Controllers.$46.00 

Nuby Rocker Rocker (Rumble Pack with GLOW 
feature).$12.00 


Naki 4X Memory Card... 
Naki AC Adapter... 


.$13.00 

.$18.00 

Nuby Boomerang Controller (Built in rumble).$28.00 

Nuby Reality Vest.$52.00 

Interact Sharkpad Pro Controller.$28.00 

Interact Dex Drive.$38.00 

Naki Controller Extension Cable.$ 6.00 

Naki Steering Wheel (With rumble).$48.00 

Naki A/V Cable.$7.00 

Visit our web site for 
hundreds of new/used 
games and accessories! 


TO ORDER: Call 715-552-1254 for Visa/MC/COD ($4) orders or visit our web 
site with secure on-line ordering at www.baysoftgames.com. Mail orders 
send check or money order to the above address. Add $3 shipping to total 
order. COD orders add $4. Orders are shipped Priority Mail. All sales are final. 
Questions? Give us a call at 715-552-1254 or email support@baysoftgames.com 


REVI 


Features: Forsaken, Sin, Vigilante 8, and Metal Gear 
Solid, as well as the Tekken 3 Strategy Guide! Also 
anLV included: our exclusive interview 
with Phil Hartman! 

:9LIPPIJE5 LOST! / 

B new ISSUES 


lEa. 


Features: Metal Gear Solid, Earthworm Jim 3D, Wild 9, 
Messiah, & Quake 2 gibs! 


Features: Final Fantasy 8, Squaresoft, Dreamcast 
1 preview, E3 coverage, and Quake 
' 2 mission packs! Plus an inter- 
view with James Woods! 


ISSUE *1 

Features: Command & Conquer: Tiberian Sun, more 


loll M 

Dreamcast, Half-Life, & the Sega 
Arcade Special! 

< 4 , Sops 

JR 

ISSUE 

= 5 

Features: Wild 9, 

Dreamcast game previews, Crash: 
Warped, Final Fantasy 8, & Myth 

2: Soulblighter! 

t iV« 



ISSUE 6 

HIM 

Features: Legacy of Kain: Soul Reave 
ture, Colony Wars: Vengeance, Nin- 
tendo*s Gamers Day, & Heretic 2! 

r. Sonic Adven- 

' 7 ‘raiu A 



show, Dark Vengeance, & Castle- 
vania 64! 


HPic mu 

ISSUE B 

Features: Tonic Trouble, Dreamcast gt 
arcade preview, Everquest, Silent 

Hill, Myth 2: Soulblighter and the 

ames, Sega 

1 w [**1 


Features: Silent Hill, Interviews with Shigero 
Miyamoto, Todd McFarlane and KOEI, FPS Shooter 
1 Awards, the Year in Review 


ISSUE IQ 


Features: Rayman 2, Shenmue, Sonic Adventure, Total 
Annihilation: Kingdoms, interview 
with Team Evolution and DJ Q-Bert 


ISSUE 11 


Features: Smash Bros., Powerstone, interview with 
Capcom’s Takeshi Tezuka, Team Land Ho & Luxoflux 


COLL TODRV! 


Prices include shipping/handling & applicable taxes. Foreign orders add $1.25 per issue. 
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